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Want something on 
PS5 that’ll blow you 
away? Mind your 
phrasing, as the 
fighters of Tekken 8 
(p46) are more than 
happy to send you 
flying. It might be a 
shame there’s no 
last-gen version, 
but after spending 


hours with the new fighter it’s clear the 
newer hardware has been put to excellent 
use. Lightning-fast rematches, gorgeous 
hyperrealistic visuals, and crunchy combat 
make this a PS5 showstopper. 


We also have a chat with series producers 
Katsuhiro Harada and Michael Murray about 
putting the tech to good use, and what they aim 
for with a new entry in the iconic series. 

It’s not the only established series getting a 
big glow-up. We also spent hours carving up 
monsters across Sanctuary in Diablo IV (p30), 
scratching a looter hack-and-slash itch we 
didn’t realise we were feeling so hard. 
Meanwhile, despite all the recent live service 
closures (including Dreams’ impending one 
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Dashiell Wood 
CONTRIBUTING WRITER 
Forced to groove his way 
through Just Dance’s 
latest, video meetings 
took on a new level. 


GAME OF THE MONTH 
Project Zero: Maiden Of 
The Lunar Eclipse 
BEST TEKKEN FIGHTER 
Alisa Bosconovitch 


STAY UPDATED 
SIGN UP TO 
OUR WEEKLY 
NEWSLETTER 


(p14)), some new games seek to dominate. 
Capcom’s approach with Exoprimal (p6) is to 
throw legions of dinos into the mix alongside 
its live-service structure, while Crime Boss: 
Rockay City (p38) tries to find a new twist on 
the Payday formula with Hollywood talent. 

It’s an interesting mix that makes the future 
of gaming as it stands feel unpredictable, even 
as we look to new favourites. It joins news of 
the cancellation of E3 (p10), the annual LA 


showcase that once felt totally immovable. 


While there are still plenty of summer events to 


come (and we’|l be covering them all), and 
loads we’re looking forward to, it’s exciting to 
be part of an ever-evolving industry that’s 
always doing something unexpected. And 
sometimes a little scary too. 

Also scary are this month’s reviews (p67), 
where games we’d been anticipating 
disappointed, and those we didn’t expect as 
much from delighted. Hey, at least there are 
great games in the mix! We hope you enjoy 
reading about it all this issue. 


Oscar Taylor-Kent 
EDITOR 
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GAME OF THE MONTH 
Process Of Elimination 
BEST TEKKEN FIGHTER 
Lars Alexandersson 


THIS MONTH’S TEKKEN CHANCERS 
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Jess Kinghorn 
GAMES EDITOR 

Lilith has cast her 
diabolical spell on Jess, 
eading to some suspect 
itchen drips. Into tomato 
juice now, are we? 


GAME OF THE MONTH 
Before Your Eyes 

BEST TEKKEN FIGHTER 
Lucky Chloe 


Miriam McDonald 
OPERATIONS EDITOR 

No E3 just means Mim 
won't have to make sense 
of ramblings written on 
four hours sleep. 


GAME OF THE MONTH 
Sherlock Holmes: The 
Awakened 

BEST TEKKEN FIGHTER 
Marshall Law 


Milford Coppock 
MANAGING ART EDITOR 
Think growing out the 
World Cup pitch is hard 
work? Try doing the same 
for pages — Milf scores a 
play of the game. 


GAME OF THE MONTH 
No Man's Sky 

BEST TEKKEN FIGHTER 
Paul Phoenix 
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PlayStation’s most 
exciting stories, 
people, and culture 


As cookas they are, this 

is, g@ing to need more 

than flashy pink mechs 
Bo keepus engaged™ 
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4 To’begin with, your team 
defends an area against an 
onslaught of dinosaurs. P 
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E3, the world’s biggest game event, cancelled 
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Protect your Crystal Bot in Endless Dungeon 


4 DREAM BIG 


Meet this year’s Impy Award winners 


Simply en-raptor-ing 
or a T-wreck? 


Are Exoprimal's live-service ambitions more 
dated than Its fossilised foes? 


INSIDER 


¢ It’s hard.not to smiley 
every time you get toy 
Watch thousands of 


ur latest hands-on with Capcom's 
upcoming mech shooter, which is set 
in a future overrun by hordes of 
interdimensional raptors, is an absurd 
experience that leaves us with a few 
burning questions. The fundamentals 
here are solid but, at a time when we’re seeing more 
live-service titles close every month, the obtuse central 
multiplayer mode and signs of aggressive monetisation 
could lead to extinction. 

Accurately conveying what exactly goes on in your 
average match of Exoprimal is a Jurassic task. The title of 
its flagship mode, Dinosaur Survival, is deceptively simple. 
What might at first appear to be a basic horde match is 
actually a bizarre blend of PvP and PvE mechanics. 
Fundamentally, each match is a competitive team 
challenge that sees two groups of five racing to complete 
objectives. To begin with, this takes the form of a PvE 
challenge where you defend an area against an onslaught 
of dinos — which is what you'd expect from the mode’s 
name. Watching thousands of 
raptors suddenly descend from 
portals like some kind of 
snarling soup is always a treat, 
as is ploughing through them 
with the wide selection of 
available mech suits, but this 


a PvP co 


raptors haphazardly 


pour from the sky. 


7 wos 
Your bodiés may betused to,patth'the, gaps! Have fun out there 


«f It’s sometimes easy to 
entirely forget that there's even 
mponent at all. 

uN 


simple fun is constantly weakened by the 
convoluted multiplayer trappings. 


SMASH AND BURN 

The chief culprit is the strange PvP 
element that, confusingly, sees the two 
teams operate along entirely separate 
timelines. You can sometimes catch a 
glimpse of the hazy holograms that 
indicate the opposing side's current 
location but there's no immediate way to 
interact with them. It’s sometimes easy to 
entirely forget that there’s even a PvP 
component at all - unless you happen to 
be one of the lucky players chosen to 
enter the enemy timeline to wreak havoc 
as a powerful dinosaur. This mechanic 
plays a lot like the excellent invasions of 
Destiny's Gambit mode but, while these 
rare moments of carnage are themselves 


a lot of fun, what you need to do to actually 
trigger them is frustratingly unclear. 

Even with the dual timeline setup, your 
final challenge is always PvP-focussed and 
sees both teams transported to a shared 
arena. The combat fares very well in this 
context, so it’s disappointing that mech- 
based PvP Is entirely neglected outside 
this final stretch. Given that there are five 
whole unrevealed game modes reserved 
for launch, we're hopeful something like a 
conventional deathmatch mode will work 
its way into the final release. As it stands, 
we've only seen a handful of PvP objectives 
so far: a basic payload race, Energy Taker 
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NEEDS A RE:SET 


On the subject of live service, the latest scrap of 
content for RE:Verse arrived back in January. After 
a poor launch, not even the Resi IP could carry this 
arena shooter. Forget dodgy PvP, where’s our live- 
service Mercenaries mode, Capcom? 


[where teams fight for drops}, and Omega 
Charge [a frantic scramble to keep 
possession of a giant science-fiction 
hammer]. Even though this premise takes 
some time to get used to, it necessitates 
plenty of direct confrontation and leads to 
enjoyable duels... in the final few minutes 
of matches that last almost half an hour. 


MECH A WISH 

The latest demo also gives us the chance 
0 experiment with even more exosuits 
from Exoprimals promising roster. These 
mechs are your first line of defence, and 
he ability to swap between them on the fly 
offers a degree of fluidity that most co-op 
shooters lack. If your team is struggling, 
it’s easy to jump into a support role for a 
quick boost. With unique personalities and 
voice acting, their designs are also 
impressively varied, and the more recent 
additions are some of the most 
mechanically interesting we've seen yet. 


The neon pink Nimbus, for example, not 
only looks great, but comes armed with 
lightning-fast roller skates and snazzy 
dual pistols that can alternate between 
healing friends and hurting foes. The 
gatling-gun-wielding Krieger, on the other 
hand, Is more conventional but fills a good 
niche as a ranged alternative to existing 
melee tanks like Roadblock. The roster 
also has plenty of room for additions, and 
the recent reveal of a battle pass suggests 
that there might be even more mechs to 
choose from in the months after launch. 
The solid character creator, which lets 
you customise the appearance of your 
human pilot, is also ripe for expansion, 
with room for more hairstyles, clothing 
items, and colour palettes. 


DINO-SNORE 

Yet despite its potential, the battle pass Is 
also our biggest area of concern. 
Launching a full-priced live service title in 


This is a new IP that will have to build 


With plenty.of exosuits to 
aose from, a- well-balanced 
eam Isessential for success. 


Mission 


Protect the area. ‘ie 


a player base from scratch. Even with 
solid foundations this is no easy feat. F 
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a year when we've already seen a handful 
of high-profile shutdowns is a bold move, 
to say the least. In a highly competitive 
climate where even heavy-hitting 
properties like Marvel's Avengers struggle 
to gain a footing, it’s easy to predict how 
this decision might pan out. With so many 
titles already clamouring for our undivided 
attention, what's to stop this particular one 
being lost in the crowd? 
Juggernaut series like Call Of Duty 
might have found devoted audiences for 
their pricy yearly releases but Exoprimal is 
very much not in the same boat. For all its 
speculated connection to Dino Crisis, in 
truth this is a new IP that will have to build 
a player base from scratch. Even with 
solid foundations this is no easy feat, as 
the slow decline of promising newcomers 
such as Rumbleverse and Spellbreak has 
already shown. Buried here, there’s an 
enjoyably frenetic co-op experience that 
deserves to find a way, one that becomes 
even better when you have a full squad of 
friends at your disposal, but the potentially 
high entry price could make getting 
players a meteoric challenge. 
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arge the Hammer. 
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1 Taking control of a giant 
dinosaur in the other timeline 
is one of the only ways you can 
interact with the enemy team 
outside of designated PvP 
sections. |2) Multiplayer is 
the focus, but matches are 
interspersed with small 
story cutscenes. [3] The 
minigun-wielding Krieger 
suit is perfect for 
thinning out the horde. 

4 The results screen 
that appears after every 
game is the only real 


ve im = §=chance to show off your 
op been generatedifor your peam. . ; customised pilot. 
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“Cluster Salvol ‘y x - 3 TAA ¢ : the last stretch, matches 
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believe it? 


Dashiell Wood's 
hot gossip 


fter leaving Criterion 

late last year, four 

Burnout and Need 
For Speed series veterans 
have started a completely 
new studio: Fuse Games. 

As reported by Eurogamer, 

Fuse Games, based in 
Guildford, has already 
received “significant funding” 
from an unnamed donor and 
began production on its first 
triple-A blockbuster. 
Promising “player-centric 
innovations in social 
gameplay, self-expression, 
and creativity,’ little is 
known about the project 
beyond the pedigree of its 
Staff. However, with the 
team being led by former 
Criterion boss Steve Uphill, 
we think there's a pretty 
strong chance that this new 
game is going to benefit 
from his substantial 
experience at EA. While best 
well known for its racing 
titles, Criterion also assisted 
on the last few Battlefield 
games and Star Wars 
Battlefront 2. Whether a 
new racer or first-person 
shooter is in the works, then, 
or its developing something 
else entirely, this is one 
Studio to keep an eye on. 
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CONTINENTAL DRIFT 


There's no need to fixate on US-centric events. 


“> Gamescom is set to go ahead as it did last year, 


running 23-27 Aug in its usual home in Cologne, 
Germany. As ever, it’s underlined in our calendar, 
and promises plenty of gaming goodness. 


E3 no more 


The event's been cancelled, but it was 
never the only option for summer fun 


What you won't be 
seeing this year. 
Whether you will ever 
again remains unknown. 


fter there was no sign of any kind of E3 
showcase last year, digital or otherwise, 
there was a certain concern around E3 
2023 that’s now turned out to have been 
warranted. Apparently due to a lack of 
interest from exhibitors, the plug has been pulled on 
both online and in-person elements of the show. 

In some ways it Is surprising, as ReedPop took the 
reins last July and seemed poised to deliver at least some 
type of show. As the force behind most big geeky in- 
person events, including EGX, PAX, and MCM, to name 
just three, the company seemed to be a steady hand. 
Whether E3 landed on its doorstep too late in the day to 
be viable, or if other factors arose due to the games- 
obbying group ESA's continued ownership of the brand, 
it’s an unexpected and sad way for the show to go out. 
While the return of E3 in future hasn't been ruled out, 
no commitment’s been made to stage the event either. 
Combined with the absence of an event last year, things 
aren't looking good for the iconic annual event. First held 
in 1995, it became a mainstay of the gaming cycle for both 
developers and the media. Huge console announcements 
have made for unforgettable moments, and many game 
devs cite the way It brought people together as the reason 
hey were able to get publishing deals. Still, in recent 
years many big platform holders and publishers moved 
away from the event, holding digital presentations at 
similar times or, in the case of companies like EA, hosting 


off-site events a cab ride across LA during 
the same days. PlayStation hadn't 
attended the show since 2018. 


SHINE ON 

Of course, that one specific, branded event 
isn't the only opportunity for the games 
community to gather together. If meeting 
face to face really is that important and 
what industry members crave, then 
socialising should find a way [and does - 
there are other, similarly large, 
international events, like Gamescom and 
Tokyo Game Show]. Geoff Keighley’s 
Summer Games Fest already has its 
sights set on the summertime position, 
and it seems to have the mass to fill the 
hole E3 is leaving. Peripheral events 
associated with E3 are also still going 
ahead, including our good friends at PC 
Gamer's own long-running PC Gaming 
Show; in addition the newer, but no less 
exciting, Future Game Show will also be 
running a summer showcase. There's 
plenty of reason to celebrate. 


* What do you make of E3’s cancellation? 
Let us know: playfafuturenet.com 
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Fhe King Of F 


here's a lot you could read 
into the fact that we're 
T more excited for this 
upcoming PS4 rerelease of 
the 2010 fighter than 
updates for the latest iteration released 
just last year. We can’t help it. With some 
of the best pixel art in a fighting game 
ever, KOF XiIll remains enticing years on. 
In a surprise announcement by SNK 
during the EVO Japan fighting game 
tournament, fisticuff fans were given the 
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two words they were waiting for: rollback 
netcode. This system, nowadays the gold 
standard for fighting games, essentially 
makes for much more consistent online 
play, with less freezing or slowdown 
caused by lag. It joins what promises to be 
a revamp of the online functions overall, 
giving the past a chance to become the 
future of fighting games once again. 

It's hard to overstate how good even the 
original version of the game, on PS3, still 
feels to this day —- we're not playing out of 


a4 The revamp of the online functions 
gives the past a chance to become the 
future of fighting games once again. W 


lobal Match gets onli 


dates 
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nostalgia. Thanks to sublime pixel 
animation, it’s one of the slickest things 
you'll ever see, and has an equally slickly 
animated story mode to boot, which plays 
out, oddly, with only subtitles, no voices. 

While some fighting games have made 
excellent transitions to 3D (Guilty Gear 
chief among them], it’s hard to look back 
at games like KOF XIII without feeling like 
something has been lost in the years 
since. Yet, of course, it’s lost no longer, if 
you pick up the pad and join in. And why 
not? An open beta test has been 
announced to be landing as soon as early 
summer on PS4, so accept the invitation 
and join in - we'll see you in the ring. 


* Beyond the PS4 beta, a final release 
date is still TBC. Watch this space! 


OxOADXOADXOA 


DXOADXOADXOADXOADXOADXOADXOADXOADRKOAOXOADXOADXOADXOADXOADXOADXOADXOADXOATDX 
AUXOADXOADXOADXOADXOADXOADXOWEGOADKOATDXOADXOADXOADXOADXOADXOADXOADXOADXOARD 


OADXOADXOADX OAUX OA DROA G X*O-4A DIBA Opcpen x OAD X OADX OADXOCADX OADX OADX OADXOADX OADXOA 


x 


if 


_The only wa 
out is throug a 


Amplitude Studios is back 4, ~ 
with Endless Dungeon | hy si 


ou thought being stranded on an apparently abandoned 
space station was bad enough. You thought the fact . 
that many of the ramshackle station’s systems were 
powered down was just the icing on the cake. You 
thought that finding the shiny bauble that resuscitated p . 4 
those systems was such a stroke of luck — only to discover waves 7 ‘a 
upon waves of crystal-crunching creepy crawlies standing between 
you and freedom. Rock, meet hard place. 
The sweet release of becoming bug food isn’t on the cards for you 
either. As you unspool the mysteries of the station - namely, how and 
why it keeps bringing you back from the dead — you're in for a heaped 
helping of heavily armed pest control. = 
Playable either alone or with buddies in three-player co-op, Endless 
Dungeon combines tower defence with run-based roguelite 
mechanics. You've got plenty of options when it comes to the playable — 
survivors aboard the station, from pyromaniac bot Blaze to incense- 
infused healer Shroom. Your path towards escape begins on 19 Oct on 
PS5 plus PS4, but no matter who you play as that road will be paved ae 
with gunfire, precise turret placement, and many, many deaths. 
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WAKING UP 


Developer Media Molecule has sadly announced 
that live support for Dreams, launched in 2020, is 
ending this September. It means no more updates 
(or Impys) while the studio works on its next thing, 
but making and playing games will still work. 


‘mua Dream of the crop 


mouthing off The 2023 Impy awards saw one particular 


entry winning in multiple categories 


“LOOK AT THE SIZE OF 
THAT CHEESE!” LEGENDARY 
COMPOSER GRANT 
KIRKHOPE IS CONCERNED 
ABOUT UBISOFT MILAN 
CREATIVE DIRECTOR DAVIDE 
SOLIANI'S DAIRY INTAKE. 


“A WRITER WRITES. SOME 
OF #ALANWAKE2.” SAM 
LAKE SHARES A PHOTO OF A 
A TERRIFYINGLY HIGH TOWER 
OF SHEETS OF PAPER. IS HE 
GOING METHOD? 


ell SS — 


as 


reams is a seemingly endless source of won Excellence In Animation. Music Track 
creativity, talent, and quality; so much so Of The Year went to Goth Egg/Slip And Fall 
D that Media Molecule even hosts its own by CFulyames and KaTMalenjamz. It's a 
annual awards ceremony. This year rack that combines surly power chords 
competition was as fierce as ever, but 3D with sarcasm-dusted vocals... and a music 
platformer Trip’s Voyage proved so impressive, it walked video featuring goth eggs. Yes, goth eggs, 
away with an armful of awards to itself. just go with it. 
So, which awards did it win? Well, it was victorious in Excellence In Audio Design went to the 
(deep breath} Creation Of The Year, Creator/Team Of The incredibly deserving Tides by venwave 
Year (Eupholace}, Excellence In Art Direction, Excellence In which we reckon would also have been a 
Gameplay, and Evolving Experience. Try the game for worthy Art Direction winner]. Excellence In 
yourself and you'll realise why. Were it not for the faint Voice Acting went to the French-language 
Dreams watermark, it could easily be mistaken for a | Etait Une Fois... by Elfiooh (the title 
standalone indie game. Nintendo's Super Mario Odyssey ranslates as Once Upon A Time, and the 
“GOFW IS ONE is a clear influence in terms of control and design, but Trip | creation itself is a retelling of Little Red 
iS No copycat. It’s a superbly crafted experience with an Riding Hood). The Range by 
CONTINUOUS TAKE, identity of its own. The open levels feature collectibles, KarstenStaack won Excellence In VR, 
MEANING EVERY SCENE IS secrets, NPCs, and puzzles alongside the traditional Scelerophobia by Grothraw won Excellence 
jumping on heads’ action. If you haven't given Trip's n Narrative, and MarshallsAccount won 
1 SHOT AND HAS T0 BE Voyage a go, we strongly recommend that you fix that. Breakthrough Dreamer. Load up Dreams 
PERFECT. THERE'S NO FIX o check out the full list of winners and 
ITIN POST” CHRISTOPHER ENJOY YOUR TRIP explore all these creations and more. 
: : Other categories revealed the variety of art to be found What are you waiting for? 
KRATOS JUDGE ON MOTION within Dreams. Imp by lillouakola81 won Excellence In ' . . 
CAPTURE FOR GAMES. Sculpture, for example, while AstroThumb Stories 2 - a ee Ae ee 
collection of animated, fully voiced shorts by arseny3d - : 
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* Harmony: The Fall Of Reverie will be 
released on PS5 in June 2023. 
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LOV Ah, plush tt! 
P-plush it real good! 


SQUISHMALLOWS SHADOW THE 
HEDGEHOG 10-INCH PLUSH TOY 


SQUISHMALLOWS £19.99 SEGASHOP.CO.UK 


Gun not included, unfortunately, but who wouldn't 
want to cuddle up with this grumpy dark horse - er, 
‘hog? Sonic, Tails, and Knuckles are also available if 
you can't handle Shadow’s bad-boy attitude. None of 
them are in stock until August, though, so you've 
plenty of time to get your pre-order in. 


FILBO FIDDLEPIE PLUSH 


JMV $32 FANGAMER.COM 


Bring a piece of adorable body horror into your 
home with this cuddly, fully posable, 10.6-inch tall 
Filbo from Bugsnax. He comes with a butterfly net 
which, thanks to the magnets in his hands, you can 
make him hold however you'd like. There's also a 
scarlet Strabby beanie for $24 if you want to pretend 
you're turning into a Grumpus. 


DESTINY 2 X FALL GUYS TITAN 
PLUSH 


ITEMLAB £45 ITEMLAB.DE/EN 


Time to get cutified, Guardian! Fall Guys-flavoured 
plushes of the Titan, Warlock, and Hunter classes 
are available to order. Even better, recycled material 
is used for the heroes and their tags, and CO? 
emissions from production and import are offset by 
climate projects. Now that’s saving the world. 


HORIZON FORBIDDEN WEST 
UTARU ALOY PLUSH 


SONY £31.99 GEAR.EU.PLAYSTATION.COM 


Aloy Aloy Aloy, what do we have ‘ere then? A cuddly 
little version of Horizon’s hardworking heroine, that’s 
what. She comes with a spear that's significantly 
more squishy than the one in the games, which 
attaches to her hands through the magic of 
magnets. Teach the rest of your teddies who's boss. 


INSIDER 


BROADEN YOUR HORIZONS 


Getting that fancy Aloy plush? If so, you could also get 
yourself The Art Of Horizon Forbidden West hardcover 
to go with it - it’s widely available, so check your local 
bookstore. You and Aloy could read it together. 
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The | Official Silent Hill 3 Heather Mason Statue (£99.99, numskull.com] is a tempting pre-order for series fans. And aww, she’s got her own little 
Robbie The Rabbit - we all like plushies this month, it seems. 2 This Selene jacket (£64.99, insertcoinclothing.com) is a cool way to take your 
Returnal fandom outside, while this 3 Lost Legend tee ($32, fangamer.com]) does the same for Tunic lovers [lovers of the game that is - this 
garment's definitely a T-shirt). You'd prefer something more for your other senses? How about 4 The Artful Escape 2xLP ($41.99, iam8bit.com] for 
your ears, or 5 Elden Ring: Official Art Book Volumes 1 & 2 Hardcover ($119.98, store.udonentertainment.com] for your eyes? 
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As my supernaturally 
patient wife can tell you, 


costume from the upcoming sequel. 
Swinging into stores in July, there’s not 


I’ve never grown out of the long to wait now. It’s fully posable, comes 
desire to own toys and with alternate hands, and even ‘web FX’ 
figures, although | don’t accessories. These are uses of web fluid 
actually play with them frozen in time which, like the outfit, are 
(well, not when there are inspired by the games. It’s not a doll, | tell 
witnesses around). The upcoming Marvel you, it’s an action figure! 
Legends Gamerverse Spider-Man 2 figure 
Peters my Pan, therefore, depicting the You can pre-order from kapowtoys.co.uk 
webslinger as it does in his Insomniac for £32.95 plus shipping. 


PLAY 


INSIDER 


DEBATE 


Which comic-book story 
would make a great game? 


With an adaptation of TMNT: The Last Ronin in the 
works, we suggest more comics to turn into games 


W 
») 


A CURSED EARTH 
ADAPTATION WOULD 
BE DELIGHTFULLY 
DREDD-FUL.” 


IT’S TIME TO ADAPT ADARKER IT SUCKS THAT THIS 
TAKE ON SPIDER-MAN.” 


MANGA HASN'T 
What's the one thing cooler than ALREADY SUNK ITS 


Spider-Man? Spider-Man beating up | [@_NGSMINaEG 


BRAND OF HORROR 
INTO GAMEPLAY.” 


PLAYSTATION.” 


Originally serialised before 


Nazis. Set in the Great Depression, 
being collected into a : : 
graphic novel, Judge The spine-crawling horror ian alternate reality known as ; read Hellsing by Kohta 
Dredd’s Cursed Earth hat lies in Kurouzu-cho Marvel Noir (that's Earth-90214 if Hirano at far too young an 
storyline would make a should make a fantastic you want to be really nerdy and age. (The experience was 
perfect game. You've a setting for a game. Junji multiversal about it), Spider-Man: ormative, can you tell?) 
kickass lead on a ques to's Uzamaki follows a Noir is a darker take on the hero Childhood scarring aside, 
across a post-apocalyptic een couple as they unravel ; ; é he ten-volume series has 
desert to collect a vaccine. he town’s obsession with that s practically crying out for a it all: vampires, over-the- 
The various episodes could | spiral imagery. Ito's known | Videogame adaptation. This version op violence, and a whole 
be turned into sub-stories or his linework; his unique | of the character trades the classic ot of undead Nazis. The 
scattered around an open style would be great to lose bright red spandex suit for a flapping early, conspiracy- 
world — you don't have to yourself in with the right trench coat and has a huge amount unravelling story is already 
visit the area populated by approach to textures. All P : mission-based, 
dinosaurs who've escaped you'd need is some S untapped videogame potential. culminating in a siege 
from a theme park, or the lightweight investigation When we're not brawling with where a busload of 
region where rival burger mechanics to nudge you fascists in missions, the prospect of otally-not-zombies rock 
chains are fighting a war, through the narrative, exploring an open-world 1930s New up to the vampire slayers’ 
or Las Vegas [where the more focussed on giving York, with its nightclubs, bars, and headquarters. This alone 
authorities literally gamble | you some bizarre body- se . , begs to be adapted into an 
with your life], but why horror sights as you follow bright skyscrapers casting deep all-guns-blazing level; 
wouldn't you? the spiral ever inward. shadows, Is incredibly enticing. you'd be gunning down 
Modern graphics also offer plenty of | nondescript ghoulies at 
‘ , room for stylistic experimentation, the start, only to slowly 
| Hellsing has it all: and it’s not hard to imagine how featise that Ines ane 
. . . . more of them are wearing 
vampires, OTT violence, good a ce-shaded city with Moody | your own side's monster- 
‘ film noir lighting and intense rain killing stripes - talk about 
and a lot of undead Nazis. Ve ettects could took. = a twist with bite! 
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“.A FASCINATING KNOT OF COMPLEX 
SURVIVAL SYSTEMS AND SLAVIC LORE.” 


- POLYGON 


| BUILD TO SURVIVE,,- 
CONQUER TO PREVAIL 


SUMMER 2023 
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INSIDER 


Politicians 


Corruption, violence, and megalomania — 
for them, It's just another day tn office 


7 MONKEY ISLAND 

She may have stepped down 
now, but for a good few 
games Elaine Marley was the 
governor of Mélée Island. 
Strong, kind, and capable, it’s 
a shame her political 
progress was repeatedly 
interrupted by undead pirate 
LeChuck, who's desperate to 
marry her, and has zero 
respect for her career. 


2} METAL WOLF CHAOS 
What happens when the US 
Vice President heads a coup 
against his own government 
and overthrows the 
President? Well, according to 
FromSoftware, the President, 
one Michael Wilson, climbs 
into a mech and takes on the 
army single-handedly. It’s 
best if we don’t expect the 
same from Joe Biden. 


3) GUILTY GEAR STRIVE 
Goldlewis Dickinson isn’t the 
first US Secretary Of Defense 
to start a fight, but he does at 
least take on the dirty work 
himself. This brawler relies 
on big punches and cutting- 
edge tech in battle, not to 
mention the mysterious 
contents of the Area 51’ coffin 
he lugs around. 


GTAV 

The gubernatorial race between 
Sue Murry and Jock Cranley offers 
fertile ground for Rockstar to 
indulge its cynical satire. 


4) PARADISE KILLER 

All the politicians in Paradise 
Killer are dead. It’s hard to 
feel sorry for the murdered 
council members, though, 
since they oversaw a terrifying 
regime of exploitation, 
surveillance, and human 
sacrifice. This is what 
happens when you take your 
power from genocidal gods. 


5) FINAL FIGHT 

As both a mayor and 
ex-wrestler, Mike Haggar 
seems confused about his 
role in reducing crime stats in 
etro City. Instead of, say, 
increasing police presence, 
he feels it’s a better use of his 
ime to rip off his shirt and 
suplex miscreants into the 
sidewalk. Perhaps Andy 
Burnham should try tt. 


8 TROPICO 6 

f you want the job done right, 
do it yourself. The Tropico 
series allows you to play El 
Presidente in a Caribbean- 
style ‘banana republic’, 
building your fiefdom as a 
benign or malevolent dictator. 
Just don’t push too far, or you 
may be swamped by an 
uprising, and have no-one but 
yourself to blame. 


HONOURABLE MENTIONS 


Metal Gear Solid 2 

Nefarious politicians abound in 
Konami's stealth series, and here 
you get to take on an ex-President in 
a sword fight to the death. 


7 VANQUISH 

It's surely no coincidence that 
here America’s first woman 
President, Elizabeth Winters, 
bears a passing resemblance 
to Hillary Clinton, and it says 
something about Platinum's 
view of the ex-Senator that 
she’s depicted as ruthlessly 
authoritarian. The twist that 
she’s colluding with the 
Russians, though, Is totally 
unrealistic. As if any US 
President would do that. 


8 PERSONA 5 

Shido, the main villain in 
Atlus’ RPG, is as corrupt as 
politicians come, which Is 
saying something. He’s the 
kind of shadowy figure that 
conspiracy theories are built 
on, pulling strings behind the 
scenes so he can steer the 
nation, even if that involves 
murder or rigging an election. 


7 SAINTS ROW IV 

The Saints rise from the 
streets to the White House, 
where the boss takes over the 
presidency and gets the party 
started, then sets about 
deciding whether to eradicate 
cancer or world hunger. If 
only the world hadn't been 
destroyed by aliens. 


Final Fantasy VII 

President Shinra may be more CEO 
than government official, but as his 
company runs Midgar, in the end it 
amounts to the same thing. 


Did we miss your favourite legislator? Got an In The Mood For idea? Show and tell at twitter.com/PLAYgamingmag 
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“SHE'S DEPICTED 
AS RUTHLESSLY 
AUTHORITARIAN.” 


with clueless chi idren.. 
I worry for Japan’s future. 


- 


INSIDER 


Yj 


@ There's definitely a 
degree of othering to 


PLAY 


“SHOULD JRPG BE RETIRED 


AS A TERM, OR DOES IT 


HAVE MEANING?” 


Naoki Yoshida makes a valid point, 
but what should we all do? 


Oscar Taylor-Kent 
doesn't love all 
RPGs, but has had 
asoft spot for 
those developed 
in Japan for years. 
But what should 
they be called? 


So, you might wonder, what's the problem 
with saying JRPG’? In a recent interview with 
SkillUp, Final Fantasy XVI and XIV producer 
Naoki Yoshida took umbrage with the term: 
“When we create games, we don't go into 
them thinking we are creating JRPGs, we 
are just creating RPGs. The term JRPG is 
used by Western media rather than users 
and media in Japan”. It's true that, as a 
genre term, it kind of doesn’t make sense in 
the games own country of origin. After all, it 
literally means Japanese role-playing game’, 
so why the distinction? 

JRPG has clearly come to define more 
than where a role-playing game was made. 
These days, as indie devs take inspiration 
from childhood favourites, there are plenty of 
games developed outside of Japan that feel 
like JRPGs, such as Chained Echoes, 
Undertale, and CrossCode, to name just a 
few — and it does make you wonder about 
the name of the genre given that's the case. 

On the other hand, as Yoshida notes, 
there was a period when Japanese- 
developed games were treated with derision 
by many, especially during the PS3 era. 
People would roll their eyes at anything with 
an anime aesthetic and label it not worth the 
time compared to, for instance, the more 


Flee from battle, 
<— 


Publishers like Square Enix also employ JRPG’ as 
marketing terms, further muddying the waters. 


grounded realism of Call Of Duty. Even 
popular indie developers were guilty of it, 
with Fez developer Phil Fish saying all 
Japanese games “suck” at a convention 
panel (which he's since apologised for]. It's 
no wonder devs such as Yoshida feel a bit 
uncomfortable with the term, as there's a 
degree of othering to it. 


GENRE CONVENTION 

Though, of course, for others — myself 
among them - it's also been a term to 
celebrate. | can handily set a lot of games | 
don't get on with [the original Baldur's Gate 
makes me freeze in place] apart from the 
JRPGs that | adore. Typically the genre is 
less about rigid character sheets, and more 
about a defined party of characters with a 
heavy focus on an authored story. 

Perhaps there are better ways to describe 
that as a genre, though shifting genre terms 
iS no easy thing. Trust us, we've tried 
alternatives to ‘metroidvania’, but it’s such a 
handy shorthand for the genre-sawy that it’s 
hard to ditch. But, equally, for all the benefits 
of the term JRPG’ there is baggage, and 
endless discourse thanks to its incredibly 
loose definition. When FromSoftware's titles 
like Dark Souls and Elden Ring, all stat- 
heavy and full of action, are considered by 
some not to be JRPGs, despite being RPGs 
developed in Japan, it blows over the whole 
house of cards. 

For us, sometimes we use the term 
JRPG, but there are other times we already 
substitute it for plain RPG depending on 
what we're trying to get across. Genre theory 
is a weird thing [and one that'd take many 
more words to get into), but the more you 
think about it, the less useful genre catch- 
alls are outside of very specific tags that can 
often end up muddled, or even obsolete as 
gaming evolves. Long live the brawler/ 
fighter/beat-'em-up discourse, and don't get 
us started on simply ‘shooters. At the end of 
the day, if developers of so-called JRPGs 
think it's an issue, perhaps it’s best to listen 
and contemplate changing at the very least. 
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Give your students in-field Select your buildings and It‘s not all workand no play. 


experience with strategic turn curate the best curriculum Blow off some steam with 
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@ Take comfort in 
chilling out without any 
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“THE ULTIMATE COMFORT 


GAMING EXPERIENCE? [VE 
MINIFIGURED IT OUT.” 


Lego games click together to fill a 
cosy niche that's like nothing else 


Amember of the 
Lego Club for 
most of their 
childhood, Holly 
Swinyard has 
been deep inthe 
brick box fora 
longtime. 


The best hen do | have ever been to was one 
where the bride informed me, “l know you 
don't like paintballing, so don't bother with 
that, just come over and play Lego Lord Of 
The Rings instead. We'll make a cosy day of 
it.” You couldn't get better. The Lego games, 
with their co-op hacking, slashing, and 
blasting, are something special in gaming. 
They are an ever-present feature in game 
stores, blogs, vlogs, and beyond. 

Their sometimes-manic gameplay might 
not match your immediate image of a ‘cosy’ 
game. But thanks to relative ease with which 
you can engage with them and take comfort 
in chilling out without any threat or stress, 
they more than fit the part. You can pull 
people into a pit, and it's more likely that you 
are going to get amusingly competitive with 
each other than rage-quit. Who doesn't love 
getting to run around building things, with 
cute little people who sometimes fall apart, 
exploding funky coloured studs everywhere? 
There's no danger level, and it’s funny to hit 
your mates as many times as you can to 
steal all their stuff. 


BACK IN TIME 


On top of that, the comics, books, and films 
they target evoke nostalgia like nothing else. 


thes 


When you need something nostalgic and 
entertaining, you can’t go wrong with Lego games. 


Whether you're having a go at pod-racing or 
heading off to Mordor or running from 
slightly geometrically shaped boulders as 
you steal ancient treasures, you're being 
given lightweight ways to revisit old 
favourites with a friend without falling back 
on yet another lengthy movie marathon. It’s 
a share-and-share-alike experience, 
building bonds that you'd need a brick 
separator to get apart. 

That bonding experince is only increased 
by the fact that you are doing it all using a 
digital version of the best-loved children’s toy 
of all time. (Sorry, teddy. The bricks won} It 
taps into all of those imagination-fuelled 
hours we had as kids, in a way we're able 
to share with family and friends without 
them needing much knowledge or 
experience of gaming - something that is 
often a barrier, particularly for kids. That 
Lego itself is still popular only keeps the 
brick foundations strong. 

You don't need to be aiming for 100% 
completion, or collecting all the 
achievements, to find pleasure in these 
games. But you can if you want, and that is 
rather the point. Lego and TT Games have 
pitched them so that everybody can get 
something out of them. You can fight the bad 
guys If you want, or just run through and 
complete the story, you can build up areas, 
or hunt for minikit pieces, or solve puzzles - 
there is an element you can take joy from no 
matter what type of gamer you are. (Plenty 
of other games should take note.) 

Sitting down with a glass of prosecco and 
the greasiest pizza you can think of in our 
hen-do pjs and instantly getting all my studs 
stolen by the bride was one of the cosiest 
gaming experiences | could ever have asked 
or. Cosy gaming doesn't need to be full on 
ASMR, with pastel colours and calm vibes, it 
just needs to be comfy, warm, and happy. 
Lego has always had cosiness in spades and 
all the games in the series continue that in 
he best way possible. It’s fun, it’s silly, it’s 
endlessly entertaining - it's Lego, it's meant 
0 be played with. 


Advertisement 


WE’VE GOT 
THE OPTIONS. 
YOU MAKE 
THE CHOICE. 


We show you what's worth considering. All you have to 
do is choose what's right for you. And with only good 
choices, it’s hard to go wrong. 


Car, home and travel insurance plus broadband, breakdown cover 
and more. Compare quotes for over 40 products. 


Get more info or compare quotes at go.compare © 
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COMPARE 


REPLIES 


PSS | PS4 | PSVR | RETRO 


PS5 EXCLUSME 


FINAL FANTASY XVI | 


CASH IN HANDHELD 


write in response to 
Luke’s piece about the 
Re-PlayStation [PLAY 
#25]. (Fantastic name.) 
>ve also given this much 
thought lately and feel 
Sony can go even further. 
ust keep it simple: an 
official Sony handheld that 
uses remote play. The 
same interface as the PS5 
with access to all your 
games. Create a 
handheld subscription or 
the option to purchase 
retro games and bingo! 
Printing money. 

It will never happen 
because they want to tie 
hardware to that device. 
The Nintendo Switch style 
should be the line Sony 


STAR LETTER CONTROL FREAK 


I was very impressed by the recently 
released Resident Evil 4 Remake demo, 
especially the improved combat 
controls. When playing the original, 
which I completed after much 
profanity, hair-pulling, and 

near-fatal heart rates, I felt that 

much of the game’s sense of threat 
and fear came not from the 
bloodthirsty maniacs and 

nightmarish creatures but from the stiff 
and restrictive controls. Not being able 
to move while aiming, change weapons 
quickly, or move the camera freely 
proved not only an unnecessary source 
of tension but also the thorn to the 


#26 Final Fantasy 
reaches sweet 16, and 
we've got all the info. 


PS5|PS4|PSVR|RETRO: 


vytsstey 
wont: STN 


barueneone 
ee Ah 


takes, just an extension of 
the console. 

Damien Steer 

We really do miss having a 
Sony handheld - well, 
Oscar doesn’t as he has a 
personal stockpile of Vitas, 
but even he misses getting 
new games for them. One 
that links to PS5 and 
enables remote play would 
be fantastic. 


NONPLUSSED 


I know everyone grumbles 
about PlayStation Plus but 


>ve always been a 
defender of it. But having 
inally got round to playing 
Marvel’s Spider-Man (I 
know, I know, I havea 
massive backlog of games 
and an equally massive 
ack of time) I’m gutted 
that it’s going to be pulled 
rom Plus soon. If Sony 
isn’t even going to keep its 
irst-party exclusives on 
the service, it’s going to 
take of the shine off the 
revamped Plus. 

Jack Isley 

We have to admit, spotting 
that in the Last Chance To 
Play section surprised us 
too. We’re always happy to 
don the spider-suit. That 
said, while it’s a very 
different sort of game, 
Paradise Killer will be 
coming to the subscription 
service, and it’s excellent - 
a good use of your time. 


PEACHES 

Peaches Peaches Peaches 
Peaches Peaches... 
Jaden Cranton 

Sir, this is a PlayStation 
publication! 


“JUST KEEP IT SIMPLE: AN OFFICIAL 
SONY HANDHELD THAT USES 
REMOTE PLAY. PRINTING MONEY.” 


By now we’re guessing 
you’ve played it - and no 
doubt appreciate all the 
improvements, the 
controls included! 


game’s rose. I, however, persevered and 
completed what many call one of the 
best games of all time. I hope that the 
remake gives more players the 
opportunity to fully experience 
this excellent tale of terror 
and survival. Maybe one 
day Code Veronica may 
get the same 
treatment. 
Alfie Klein 


FOLLOW US HERE 


vy 


1) TROLL OF THE MONTH 


Ea facebook.com/PLAYgamingmag 
2 gamesradar.com/playmag 

[©] twitter.com/{@PLAYgamingmag 
J playldfuturenet.com 


CAN | GETA RI? 


The most pleasing tweetings 
from our timeline... 


SO glad | got this 
delivered today. My 
FAVOURITE PLAY 
cover yet for my most 
anticipated game 
that just went gold. 
The 16th entry of one 
of my favourite game 
franchises. 


\ Well, you've done it. 
You've gone and dropped 
Disco Elysium out of the 
top 25 PS5 games and | 
don’t think I can look you 
in the eye at the minute. 


My god! Park Beyond 
looks amazing fun. I’m 
excited for it. | hope it 
gives Planet Coaster a 
run for it’s money 


Any triple A videogame 
developer/publisher likes 
money. That’s why we're 
often smothered with 
open-world games as 
though they were cloths 
covered in chloroform. 


fasmithdave34215 

| will promote your game 
in the way that will reach 
many audience 


I'm fed up of games being 
# delayed because social 
media doesn’t like what it 
sees. These games have 
years poured into them. 
That’s the direction the 


team wanted to take, 
they shouldn't have to 
undo that. If you don’t 
like it, don’t buy it. 


026 PLAY 


REPLIES 


“THAT'S RIGHT, BOTH 
FANS OF THE GAME 
ARE MOURNING.” 


OUCH, KEVIN HARRISON! 


“| STOPPED PLAYING THEN CAME BACK 
AND THE ORIGINAL STORYLINE WAS GONE! 
THAT DID IT FOR ME.” 


ANDY JACKSON ON THE DEMISE OF MARVEL'S AVENGERS 


READERS MOST WANTED 


Which games are bleeping loudest on your radar? 


05 


Pizza Possum 

We're pretty sure people 
who said this were joking 
(YOU KNOW WHO YOU ARE}, 
but it does look cute. 


01 


Final Fantasy XVI 
After last issue’s full-on cover 

feature, we're not surprised you've 
put this at no.1. 


FORMAT PS5 

ETA 2023 FORMAT PS5 
ETA TBC 

Marvel's 

Wolverine 


Snatching the runner-up 
slot, it’s Marvel's 


adamantium geezer. Tell us the five games you 


FORMAT PS5 can't wait to play at 
ETA TBC 
play(afuturenet.com 
a Street Fighter 6 
Marvel's This is going to be a great 


year for fighting game fans. 
FORMAT PS5, PS4 
ETA 2 JUN 


Spider-Man 2 

Miles and Peter make a perfect 
pairing. Swing on, pals! 
FORMAT PS5 

ETA 2023 


EXIT 
POLL 


4% Boldly go in 


27% Step into fear, 
No Man’s Sky. 


in creepy Resident 


Evil Village. 
fans anewe NOONE 33% 
final question BEST GAME pole tea Enjoy being in N EXT 


the cars in GT7. 


esiesere MONTH 


Galaxy's Edge for 

Star Wars action. Name your favourite 
RPG series. (And no 
arguing, now!) 


ON PSVR2? Mountain in VR. 
® 12% Enjoy immersive 
firefights in Pavlov. 


PLAY 027 


FOR 
CHILDREN 


Russia’s brutal invasion of Ukraine 
is not just a humanitarian crisis for 
the Ukrainian people; it’s a child 
protection emergency. 


Up to 100,000 children warehoused in Ukraine’s vast 
orphanage system — a network of over 700 buildings 

- risk being forgotten. Left to face the dangers of war 
alone as staff flee. As families are torn apart or forced 
from their homes, many more children are at risk of being 
separated from the love and protection they desperately 
need. Worse still, they are at risk of trafficking, or 

being placed in overcrowded, understaffed and poorly 
resourced orphanages in border countries. 


We must act now. 


Born out of the Balkans conflict 30 years ago, we've 
championed the vital importance of family and 
community-based care of children and our teams are 
on the ground in Ukraine, Moldova and Romania to 
ensure this war does not rob children of the love and 
protection they need now more than ever. Across all 
three countries, we're directly supporting displaced 
families and unaccompanied children with material 


HOPE AND HOMES reitred it 
FOR GHILDREN OR 
I would like to make a donation to Hope and Homes for Children: 
Name Address 
Tel Email 
Tenclose acheque for £ made payable to Hope and 
Homes for Children or please debit £ 


from my credit/debit card (details below) 
I would like to donate by debit/credit card 


Visa Mastercard Maestro CAF card parate 
Card no. - - = = 
Start Expiry Issue Security 
date date no. Maestro no. on signature 
only strip 
Signature Date 


and emotional support. We’re working closely with 
authorities to keep families together when they are 
at their most vulnerable and to fight for the safe 
tracking, monitoring and care for children without 
parental care. And we won't stop when the fighting 
stops. 


Will you help us by donating? 

With your help, we can avert a child protection crisis 
of epic proportions and ensure children are protected 
and kept in families. Never orphanages. 

To help protect vulnerable children, donate online at: 
www.hopeandhomes.org/donate. Or call 01722 790 111 
Monday — Friday 9am - Spm. 

Please quote FP22 - G&E when making your donation. 
In the event that funds raised exceed what Is needed to deliver Hope and 


Homes for Children immediate and longer-term response to this crisis, we 
will use donations where the need Is greatest. 


giftaid uw Make your gift grow by 25% at no extra cost to you 


I want to Gift Aid my donation and any donations I make in the future or 
have made in the past 4 years to Hope and Homes for Children. I am a 
UK taxpayer and understand that if I pay less Income Tax and/or Capital 
Gains Tax than the amount of Gift Aid claimed on all my donations in 
that tax year it is my responsibility to pay any difference. Gift Aid will be 
used to fund Hope and Homes for Children’s general work. 


Name of taxpayer Today’s date 


Please let us know if you would like to hear from us: 
by phone by email 
please tick here if you would NOT Like to hear from us by post. 


Please make cheques payable to ‘Hope and Homes for Children’ and 
send to Hope and Homes for Children, FREEPOST RTKX-TYLS-JHHB, East 
Clyffe Farm Barn, Salisbury Road, Steeple Langford, Salisbury SP3 4BF. 


You can view our privacy policy here www.hopeandhomes.org/privacy. 


Registered charity (No.1089490) FP22-G&E 
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A mysterious figure known 
as Elias has summoned the 
Daughter of Hatred back 

to Sanctuary - and Lilith is 
itching to redecorate. 


“WHEREVER SHE 
RUAMS, Tht BLOOU 
UF INNOCENTS FLOWS 
IN A SEA OF TRIBUTE. 
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FORMAT PSS, PS4 / ETA 6 JUN / PUB BLIZZARD ENTERTAINMENT 


DEV BLIZZARD TEAM 3, BLIZZARD ALBANY / PLAYERS 1-2 (LOCAL), MULTI (ONLINE) 


Diablo IV 


aughter of Hatred, 

Mother of the mortal 

realm, a figure as 

storied as she is 

horned — Lilith has 

returned to Sanctuary. 
Wherever she roams, darkness 
awakens in the hearts of all those near 
and the blood of innocents flows ina 
sea of tribute to her. 


d 


As macabre a picture as that paints, let’s 
pause for a moment to focus on two 
bit-players in her story: our custom 
protagonists Dokmai the sorceress and 
Athlynn the druid. They’re an 
odd couple for sure but they 
make it work, despite one of 
them occasionally becoming a 
bear — hey, no-one’s perfect! 

Their journey together gets 
off to a rocky start: after they 
clear a ruin of hell-sent 
nastiness, the villagers of 
nearby Nevesk ply our plucky 
adventurers with drink, song, 
and a side of ritual sacrifice. 
Who saw that last thing 
coming? Before their tale is 
cut short, though, a priest 
comes to the rescue. Our 
adventurers are roused from 
groggy slumber by his cries of: “They’re 
coming... the whole damn village!” 

We leave that cursed place with blood 
on our hands, and visions of how Lilith 
set the community spiralling downward. 
The full extent of her plans is a mystery, 
though she does not appear to be fully 
aligned with the Burning Hells — the 
angle she’s working seems to be her 
own. Untangling the threads of Lilith’s 
machinations leads us to cross paths 


FACTRICK 


Allin-game assets are 
3D - a series first. This is 
partly due to IV's heavier use 
of cinematics. 


Even during local co-op, 
the game is always online. 
You'll often see other players 
running around the world. 


Diablo IV lays its scene 
decades after the events 
of the Reaper Of Souls 
expansion for Diablo III. 


with a young woman named Neyrelle. 
She’s looking for her mother, Vhenard, 
a scholar unfortunately last seen 
walking in the shadow of Lilith. 


LOCKING HORNS 

The option to party up and journey with 
others has always been one of Diablo’s 
strengths. Co-op fantasy hack-and- 
slash games are far from a dime a dozen 
these days, and returning to Sanctuary 
for our hands-on only makes us realise 
how much we’d missed this niche. As 
hordes of Fallen, phantoms, and 
skeletons spill out from the woodwork 
of procedurally generated 
dungeons, it’s nice to know 
someone has our back - or at 
east is attempting to. Poor 
old Dokmai; more often than 
not she’s left trying to keep 
the baddies at bay all on her 
tod as Athlynn chases after 
another shiny bauble. 
Speaking of which, there 
is loot aplenty. Dropped by 
foes and sequestered in 
barrels ready to spring apart 
at the slightest brush of a 
weapon, there’s no shortage 
of gold or gear. Better still, 
dropped loot is preassigned, 
so while Athlynn hoovers up everything, 
no more than her fair share will make its 
way into her inventory. 

While Athlynn is chasing all that 
glitters, Dokmai has her hands full in 
combat. Alternating between hurling 
elemental spells such as Fire Bolt and 
Arc Lash, she’s left perhaps wishing 
she’d put a few points into Teleport so 
she could bolt out of there. Luckily for 
her, it’s easy to reassign skill points; 
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when youw’re looking at your skill tree, 
pressing @ will refund all of your points 
to be assigned anew. 

Athlynn, finally sated by shinies, 
comes lumbering back. As a druid, she 
can shapeshift into a variety of beasts, 
including a werewolf and a bear, to make 
short work of the hordes. This can make 
early levelling feel a bit button-mashy, 
as you hammer ®). Putting points into 
elemental spells can open up the druid’s 
ability rotation, though you need to keep 
an eye on mana. Whereas our sorceress 
friend can fling spells more or less to her 
heart’s content, our druid has to balance 
casting spells against transformed 
swipes in order to regain mana. 


PLAYING WITH FIRE 


But while there is a plethora of spells to 
make your character’s fighting style feel 
distinct, there are fewer opportunities for 
roleplaying. For one example, when we 
first get to the city of Kyovashad to warn 
the church what’s coming, we’re 
initially barred from entering. Before we 
can step into the city limits, we must 
undergo a purification ritual wherein we 
inscribe one of our sins onto cedarwood 
and then burn it. Dokmai doesn’t think 
much of the custom, only scribbling into 
her bit of bark, but Athlynn takes it 


Oomp et 8 ®@ 


deadly seriously, sharing her sin of fear 
with the flames. It’s a neat moment that 
wedges the theme of sin and regret into 
our minds, ready for some seriously 
bloody payoff down the line. 

It’s a thread that winds through the 
unstable shafts of a mine outside 
Kyovashad. As they accompany Neyrelle, 
our adventurers are plagued by visions 
of Lilith tempting their comrade’s 
mother, Vhenard, with knowledge of the 
cosmos. In one, the Daughter of Hatred 
offers Vhenard the false choice of 
leaving or staying — to choose what 
Lilith offers or to reunite with her 
daughter. Vhenard decides to stay. Back 
in the present, Neyrelle asks us what we 
saw, begging us not to spare her any 
details. However, we don’t get to choose 
what we tell her, with our adventurers 
instead tiptoeing around the betrayal 
they’ve just witnessed. As silence settles 
between the adventuring party, we 
wonder whether this will be another sin 
that casts a long shadow... 


IMPRESSIONS 

The fighting’s great, but we've seen less 
of the roleplaying side of things - if it 
matches up, this looks like being a 


winner. We look forward to going 
head-to-head with this mean mother. 
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Inarius, a fommer 

archangel of thevligh 
Heavens, may not be 
plotting in Sanctuary’s /™ 
best interests either.\ ~ 
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Storming the Gates {) 
Pursue Lilith and Vhenard with Neyrelle ¢ 
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INARIUS. 


Your kind are weak, and this world has been wasted on 
the crusades of the unworthy. 
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THERE IS APLETHORA UF SPELES. 
TQ MAKE YOUR CHARACTER 5 
FIGHTING STYLE FEEL DISTINCT. 


Destroy the Tumor: 


The roads not taken 
A glance at Diablo IV's three other classes 


Necromancers love their skele-friends. Able to Barbarians are a more traditional tanks than Druids. Rogues dart into the fray to dish out critical damage 
summon and control the clattering undead, they'll be Barbarians hit hard and can take a beating, but that before turning invisible and scrambling out. Quick on 
a hoot in your party - make no bones about it! doesn’t mean you should take them for granted. their feet, they can end up dead if you're not careful. 
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Viewfinder 


Another point of view 


— yw 
FACTRICK 
1. GOING VIRAL 


Viewfinder first attracted 
attention in 2021 when a 
minute-long gameplay video 
was posted on Twitter. 


2. ART ATTACK 


The game includes a number 
of real paintings that are in 
the public domain, including 
Edvard Munch's The Scream. 


3. MOVING PICTURES 

While you're playing with 

static shapes and spaces, 
some pictures are animated, 
even if it's just trees blowing. 


he chill environments of Viewfinder, with 
its blend of space-white, vaguely 
Modernist architecture and the odd bit of 
vegetation, makes us think of both Portal 


and The Witness. Like them it’s also a first-person 
puzzler, with the latter’s sense of mystery as to 
exactly what’s going on and where we are. But, just 
like our enthusiastically voiced protagonist, we’re 
mostly occupied by what we can do. 


Before we start talking about the game’s main hook, we 
have to say we’re pleased to have the ability to rewind 


our actions like a video. For one thing, it’s 
the only way to escape a pit we fall into after 
a platform we’ re walking across suddenly 
collapses. However, although the fact these 
levels are just environments floating in the 
sky means we fall frequently, rewinding is 
more crucial for turning 3D environments 
back into 2D pictures. 

So to get back to Viewfinder’s concept, 
it’s about using pictures to reshape your 
surroundings — a fancy, mind-bending way 
of getting from A to B for the most part, 
while holding aa to hold up a picture then 
® to place it gives it the familiar control set 
of an FPS. If there’s a chasm between you 
and your objective, for example, you can lay 
down a picture showing a path, which then 


becomes a 3D path you can walk across. Or you might 
have to shift perspectives, so if the picture is of a wall, 
you can turn it on its side. 

If it sounds similar to 
Superliminal’s forced perspective 
mechanics, note that there’s one 
fundamental difference: Viewfinder 
appears to have much more defined 
tulesets. Where Superliminal allows 
you to resize environments and 
objects, here the 3D geometry of 
whatever 2D picture you’ re looking 
at is always the same once it’s been 
placed down. That means you can’t stretch a picture if 
you’ re trying to cross a large gap. 


YOU’VE BEEN FRAMED 


The levels we begin with, which have the objective of 
simply reaching a teleporter to be taken to the next 
level, are rather straightforward, especially since they 
involve finding pre-existing pictures. (That means we 
know the solution has to be close at hand.) It helps that 
the pictures mix things up by having a variety of 
aesthetics. One level has us wandering through a 
child’s crayon drawing, while in another we’re 
traversing a pixellated cavern. 


“ONCE WE ACQUIRE 
AN INSTANT CAMERA, 
VIEWFINDER COMES 
INTO ITS OWN.” 


It’s when we acquire an instant 
camera that Viewfinder really comes 
into its own. Now we can take our own 
pictures (again holding @w to aim and 
to snap) to turn into our own custom set 
of keys to help us navigate the level. Ifa 
teleporter is too far away, do you try 
taking and placing pictures to build 
platforms to reach it, or could it be that 
you just need to turn the ceiling above 
you into the floor by taking a picture and 
turning it upside down? 
Notice a teleporter is inaccessible 
because it’s upside down? Then taking a 
picture and reversing it could be the 
solution — in one case, we’re even able to 
place the teleporter below us so that we 
fall down to it. Or why not take a picture 
of nothing but the sky? This too 
becomes useful, because placing it 
essentially erases what’s in front of you. 
When we’re faced with another 
teleporter with a gate in the way, a block 
of sky is just what we need to remove 
the obstruction. In another attempt, we 
accidentally break the game by placing a 
picture of sky in front of a teleporter, 
effectively erasing it and our objective. 

This is, of course, where rewinding is 
necessary. Fortunately, you don’t have 
to rewind to the very start; if you’ve 
placed down multiple pictures, these are 
‘time-stamped’, 
allowing you to return 
to earlier placement 
points by double- 
tapping rewind, 
making that 
mechanic less 
laborious. 

The possibilities 
already feel magnified 
in what’s supposedly the game’s 
opening, just as we’ re scratching 
Viewfinder’s surface. We’re wondering 
just how much more mind-boggling it 
can get, and whether there’s a strong 
narrative to frame it all. 


IMPRESSIONS 

From turning 2D pictures into 3D 
platforms to the freedom to create your 
own solutions with your own camera, 
Viewfinder could be one of the most 
visually expressive puzzlers yet. 


va Viewfinder is the debut game from creator Matt Stark, who graduated from Abertay University last year. Sad Owl Studios 
LITE includes Gwen Foster and Callum Underwood (formerly of Robot Teddy) and Georg Backer (The Bradwell Conspiracy). 


There's only so much you 
can do to build a path, but 
perhaps you can bring a 
location over to you. [J Found 
pictures offer arguably more 
straightforward solutions to 
puzzles; taking your own, 
however, widens the 
possibilities. [J This isn’t just 
a retro-style picture/ 
environment, there’s evena 
power-up you can pick up! 
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This RPG is a multi-game- 
spanning-arc epilogue. 
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C-Smash VRS 


A cult classic breaks out once more 


ooking at this and thinking C-Smash while on a few other occasions we 

VRS’s stripped-back futuristic aesthetic accidentally backhand our serve. These 

makes it feel like a distant cousin of Rez are hopefully issues that can be refined, 

Infinite? You’re not wrong. The title it’s a with more generous hitboxes perhaps 
reimagining of, Cosmic Smash, was being one solution. 
also a Sega project originally released ‘‘ There’s also a versus 
on Dreamcast during the console’s TH IS HYB R | D 0 F mode where you A point-and-click thriller 
twilight years. And just like Tetsuya SQu AS H AN D compete to hit the following the intertwined 
Mizuguchi’s masterpiece, this panels behind your fates of two roomies 
peculiar hybrid of squash and opponent, who’s facing caught up in a conspiracy. 
Breakout feels made for VR. B R EA KO UT FEELS you, while they block i FORMAT PS5, PS4 

” and vice versa, though ETA 29 SEP / PUB CHORUS 
There’s a warm zen vibe to the MAD E FOR VR. we’re most looking GROUSE IBIS GIN 
minimalist space station you’re aboard, forward to co-op mode 
complemented by the soundtrack by Ken Ishii (whose where you play side by side, just like ina 
work is also heard in Rez) and Danalogue as you hit real game of squash. 
panels in front of you with a ball and racquet. The 
racquet naturally adjusts to the dominant hand that IMPRESSIONS 
you grab it with, while your other hand manipulates Provided some control kinks are ironed 
gravity to draw the floating ball towards you to serve. out, we can see ourselves regularly 
t’s straightforward and intuitive. The only other chilling out to hit a few rounds of this. 

mechanic you need to learn is the trick shot, activated 
by holding the trigger to charge up your racquet, which 
slows down the ball and also pulls it towards you. This 


is also apparently the only way to reach high shots 
without a jump button. 


COURT SHORT 


While swinging the racquet with the Sense controller 
comes naturally, using an analogue stick to move left 
and right across a wide space takes time to adjust to, 
and we find we frequently stop short of reaching the 
returning shot. When we do manage to get within 


As the titular spectre 
shoo-er, you're in for a 
spirited adventure. 
range, tracking issues materialise or the physics Although there's a 1v1 mode, C-Smash VRS is i FORMAT PSS / ETA LATE 
occasionally turn a volley into a whimpering return, stripped back of competitive elements. 2023 / PUB FOCUS ENT. 
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Sonic Origins Plus 


Game Gear games, playable Amy, and physical copies incoming 


ast year’s Sonic Origins is set to get a 

welcome ‘Plus’ version on Sonic’s 32nd 

birthday. (We know what you’re thinking: 

he doesn’t look a day over 31.) The new 
collection will add all 12 Sonic-related Sega Game 
Gear games, which is neat because the 8-bit versions 
are completely different adventures to the 16-bit 
classics we know and love. 


The original 8-bit Sonic The 


Besides these titles, we’ll get the 
chance to play as Amy in 16-bit Sonic 1, 
Sonic 2, Sonic 3 & Knuckles, and Sonic 
CD, something that’s never happened 
before outside of dodgy ROM hacks. 
Knuckles will be playable in Sonic CD. 
We do wonder who will get kidnapped by 
Metal Sonic in Sonic CD when Amy’s the 
main character, though. Maybe Amy will 

have to rescue Sonic? 


emacs, “WILLAMY HAVE TO Yambu 


eo RESON WL ee 


Sure, ; HAMMER TIME 
sea veal on aa a a H E HAVE H EARTS Owners of Sonic 
let’ ‘ambitious’ d: ‘ 4 ‘i igi ill be abl 
sictosrbicsossederarn ABOVE HIS HEAD?” — eeesceussane® 


also get both the Sonic Drift kart 

racing titles, Sonic Spinball, Puyo Puyo clone Dr 
Robotnik’s Mean Bean Machine, Triple Trouble 
(starring Nack The Weasel), and even the somewhat 
hard-to-find spin-off adventures Tails’ Skypatrol and 
Tails Adventure. It is a treasure trove, no question, but 
considering most of these games were also released on 
the Master System, quite why we’re getting the 
cramped handheld versions to play in 70-inch 
megavision is anyone’s guess. 


while newcomers will 
be able to buy the whole package for 
£34.99, either digitally or as a physical 
disc complete with a 20-page art book 
and reversible cover art. 


IMPRESSIONS 

While Neo Geo Pocket and GBA games 
would have been nice, this is still great, 
even for Sonic fans who've played it all. 


PREVIEW 


The Mega Drive literally 
couldn’t display enough 
colours to include a pink 
character like Amy. 


Hl Adding a frame and black borders is really 
not going to make 8-bit Sonic 2 look good. 

Ed This banked curve in Sonic Drift 2 was 
pretty impressive at the time. Honest. 
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Nasara: We ecnic buzzsaw fast =a 
In the dead of night aw 


colourful strips of 
neon illuminate the 
streets of Rockay City. 


FA FORMAT PS5 / ETA TBC / PUB 505 GAMES / DEV INGAME STUDIOS / PLAYERS 1-4 


Crime Boss: Rockay City 


Once upon a crime 


oasting an all-star cast of antiquated subject to change, with the option to 
action legends including Chuck Norris, manually refresh its selection for a fee. 
Michael Madsen, and Danny Trejo, this While this might sound like a recipe for 
isn’t just a throwback to the Hollywood frustration on paper, the limited 
crime thrillers of the 1990s but an era of gaming long selection forces you to experiment with 
past. A heist-’em-up in the vein of PS3’s Payday 2, a wide range of weapons rather than rely 
there’s plenty to look forward to in its improved on a few select favourites. 
gunplay and roguelike elements despite the The guns are impressively well- 
somewhat scrappy overall presentation. represented too, with punchy sound 
effects and tactile reload animations. In 
Set in the titular Rockay City, a fictional metropolis the heat of the moment, blasting at 
heavily inspired by 90s Miami, the single-player story waves of cops as you desperately 


campaign follows a rookie criminal’s rise to scramble to the getaway van laden with 
fame in the city’s underworld. Centred ona bags of cash has never felt better. The 


FACTRICK protracted turf war, your progress is charted | only real disappointment so far lies 
1. CO-OP CAPERS by a colour-coded map that gradually fillsin | entirely at the feet of the star-studded 
The campaign is solo-only | to Show your gang’s control of a region. cast. These might be professional actors 
Rs love incest dam Most early missions involve some form of but every performance is almost ., “iltketeieayveuseendons 
up to three friends. heist and the money you earn can then be spectacularly terrible. Oddly, however, it mission, the bigger the police 
2. SPECIAL GUESTS invested in character upgrades and gear. never detracts from the core experience. response. [J The 
Like heist shooters with This is all in service of a final showdown Sure, the stiffness is somewhat jarring imaginatively named Sheriff 
celebrities? Sharlto Copley, _ that challenges you to hold out against at first but, if nothing else, the fact that Norris captures the actor's 
Giancarlo Esposito, andRon waves of enemy gang members. everyone amusingly sounds like they’re likeness perfectly. Ellin the 
Perlman are in Payday 2. : ; ‘ campaign, expect to rob 
reading lines from the back of a napkin everything from local banks 
& ERDBNSINE FUTURE ROLL THE DICE in acramped cupboard only adds to the to fancy boats. Ej Every 
ces contents The campaign’s seemingly endless parade already campy tone. mission ends with a frantic 
greene with additionat of lootable strip malls, banks, and armoured rush to the getaway van. 
missions and characters. trucks is nothing groundbreaking but its IMPRESSIONS 
intriguing card system introduces a The gunplay impresses so far and, for its 
roguelike twist. Offering a choice of three random stat faults, there's a cheesy earnestness in 
upgrades after every successful mission, these cards the presentation that is difficult to hate. 
can shape your character’s abilities and performance This might not become a smash [and grab) 
down the line. The items available in the shop are also hit but it has some interesting ideas. 


iva As the developer's a complete newcomer, we're not sure what to make of Ingame Studios yet. This might be its first game but 
GE what we've seen so far has some impressively promising foundations. Let's hope it starts its history with a hit. 
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Third crime lucky 
Crime Boss's three main modes 


Baker's Battle is the main single-player experience, If you don’t want to follow the story, Crime Time is Another mode with co-op options and a more linear 
in which you take on rival gangs as cowboy-hat- the quickest way to get into the action, allowing you alternative to Crime Time, Urban Legends offers 
toting newbie criminal Travis Baker. to tackle randomised missions alone or in co-op. increasingly elaborate heists across six missions. 
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The Elder Scroll: 
Online: Necrom— 


Ripping a fatefully good yarn 


earing eldritch horror influences on its 
sleeve, Necrom is where Elder Scrolls gets 
weird. Offering a committed story with 
about 30 hours of questing, this tale will 
break away from the traditionally self-contained 
stories of earlier expansions to end on a cliffhanger. 


Necrom introduces plenty to test your mettle too, from a 
new 12-player raid called Sanity’s Edge to, oh, you know, 
just the unravellingofreality itself! That’s not all though, 
as the seventh expansion also adds the first new class 
since Elsweyr’s Necromance? in 2019. 

The Arcanist presents a wyrd mage three ways, with 
skills split between damage, defence, and support. The 
Crux system adds another ‘out there’ edge; some skills 
build up Crux points while others consume them, 
steering you away from a tired rotation. _ 


SPORES ON THE BOARD &. 


Strange power is far from the only thing keeping us on 
our toes as we venture into the fungus forests 
surrounding Necrom. Amysterious High Elf 

FACTRICK emerges from the mushroom shrubbery re 

1. MIGHTY MOUTHFUL Says, “Fate has noticed your talent fo ; 

There are more thannine _ altering destiny.” Is that what counts f Or 
aaa eel Hees S ‘Hello’ near the city of the dead? 

lines of dialogue per dub. To cut a long story short, she’s Lerami 
2. STARING INTO SEAMS Wise, Seeking us out on behalf ofthe’ Dae 

Since its launch in 2014, Prince Hermaeus Mora. The tentacularla ; 
the MMORPG has grownto himself has become aware of a threat that not * 
include fee ve ie million only threatens his home, Apocrypha, and all. 

ee of Nirn, but also eludes his sight. He bids us 

3. AWARD APPLAUSE to investigate three knots inthe unspooling _ 
Almost ten years intoitsrun, thread of fate. In addition to a strange illness 

ESO was just nominated . 

for its first BAFTA, in the that has closed the Necropolis and odd 

Evolving Game category. occurrences surrounding an ancient tower, 

there’s the all-too-quiet mining town of 
Alavelis. Ooh, we love a small-town mystery! oe 
Popping out of a portal, we’re immediately confronted 

by a much smaller eyeball with... legs? A Watchling 

going by the name of Scruut, they were about to get the 

story of what connects Apocrypha to Alavelis from the 

unfortunate soul that summoned them but then he 

went and died. Scruut throws up their tentacles as if to 

say “Ugh, mortals = am I right?” There’s nothing for it 

but to combine our investigations, though our initial % 

misgivings quickly fall by the wayside as we uncover a 

mine-full of machinations belonging to Torvesard, an 

unaligned Dremora. Talk about a walking redflag... 


7 


IMPRESSIONS 

We love exploring different parts of The Elder Scrolls’ 

world, and the promise of poking round Hermaeus Mora’s 
creeptacular realm is too tempting to resist. Os 


Tie 4 ZeniMax Online Studios debuted with The Elder Scrolls in 2014, 
ilasUi though the developer has existed since 2007. The first Pagan , 
2017's Morrowind, is now included with the base game. : oy 
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(i) FORMAT PSS / ETA 2023 / PUB IRONWOOD STUDIOS / DEV IRONWOOD STUDIOS / PLAYERS 1 


Pacific Drive 


When all you can count on are your wheels 


e survey the war wounds scoring the 
bodywork of our station wagon. Out here, 
we only have each other. Unfortunately, 
it’s so much more than just the odd ding; 
we’re lucky to have made it back to our hub of 
investigations inside Oppy’s Body Shop in one piece. 


We’ll get to why in just a minute but first comes 
necessary maintenance on our car. We fill the tank, 
then flip the switch to discharge any lingering current 
still flowing through our onboard hardware. Blue 
electricity arcs all around the station wagon — how’s 
that for firing up the Quattro? 

Setting aside our playful confusion 
between various models of car, it’s time to 
sort out those dings. Ironing out the dents 


Alongside a soundtrack by 
Wilbert Roget Il, tracks from 
Pacific Northwest-based 
bands will also feature. 


2. NEXT EXIT 


in the bodywork isn’t done in realistic 
fashion — in real life you can’t smooth out a 
ding simply by aiming a blowtorch at it for 
all of ten seconds — but an edge of engaging 


The driving survival game 
draws inspiration from new 
weird books like Annihilation 
plus games like STALKER. 


3. IN A NAME 


tactility remains. As we replace worn tyres 
and blown-out headlamps, each part glows 
before erupting into a cascade of silver nuts. 
Like we said, the game’s not going for 
verisimilitude — and that’s before we get 


The game is run-based, 
hence the punny ‘roadlike’ 
moniker. Each new run 

he garage. 


begins at t 


into all of the ways the rules are different 
here in the Olympic Exclusion Zone. 


ROADSIDE PICNIC 


The state of our station wagon may suggest otherwise, 
but careful driving is a key part of this roadlike. You see, 
you can never quite tell what you will encounter on the 
road ahead. As we explore the 
Olympic Exclusion Zone, we swerve 
to avoid a congregation of what look 
like mannequins at first glance. Upon 
closer examination, our initial 
assessment would be correct were it 
not for the fact these figures pulsate 
with a strange red light at night. 

We take off sharpish as we don’t 
want to get blindsided if they feel like 
moving. As we speed away, ball lightning keeps pace 
with us, zipping along the treeline at the edge of the 
tarmac... and then we hear a THUNK and rapidly lose 
acceleration. There’s nothing for it; with the 
mannequins tiny stick figures in the rearview mirror, 
we pull over to investigate. 

What looks like an oversized ball of steel wool has 
attached itself to our roof. Its centre glows with blue 
light and electricity arcs around it. It doesn’t appear to 
be actively hostile... so that means it can be broken 
down into parts. We grab the jury-rigged angle grinder 
from the back of the car and set to work. It’s handy on 
the road, especially with all the rusting carcasses of 


“YOU CAN NEVER 
QUITE TELL WHAT YOU 
WILL ENCOUNTER ON 
THE ROAD AHEAD.” 


other travellers’ motors littered about. 
We try not to think about how easily 
they could’ve been us. Most of the time 
it’s easy to ignore the nagging thought 
when you’re ransacking someone’s 
abandoned vehicle. After all, we have 
too many miles behind us to end up like 
them. Or, indeed, like our last few runs. 


BURNING PARADISE 


There are plenty of times when you 
absolutely do not want to pull over. 
Besides the strange phosphorescence 
that sometimes emanates from the road 
and makes our onboard equipment glow 
orange as we pass over it, there are 
plenty of ill-advised places for a pitstop. 
When the only option is to speed 
away, you’ve got to keep your peepers 
peeled. The road through the Olympic 
Exclusion Zone is littered with detritus, 
from rusting cars to pylons home to 
seemingly searching strands of 
electricity that will make your onboard 
equipment ding in dismay if you drive 
through it. The tarmac itself is not well 
maintained either, and haphazardly 
cresting a rupture in the road can 
complicate your hasty retreat with a 
disastrous spinout, or worse. That said, 
it’s hard to resist the call of danger. 

An angry pillar of light looms upon 
the horizon. As we 
approach, we can see 
that the intensity of it 
has torn chunks out of 
the road. The fact that 
those clods of tarmac 
and earth are levitating 
just raises more 
questions. Whatever 
that intensity is, we’re 
pretty sure it’s not heat or air pressure. 
As we draw near, we barely hear the 
protests of our instruments, and before 
we know it we’re riding into the glowing 
eye of the light. You can discover what 
happens next later this year. 


IMPRESSIONS 

With a base of operations in an 
abandoned garage and a whole 
landscape of weird to roll through on this 
survival road trip, we're looking forward 
to putting our pedal to the metal. 


TRACK 
RECORD 


Seattle-based developer Ironwood Studios is making its debut with this driving survival game. Founded in 2019, the team 
consists of veteran developers who've previously worked at Insomniac, Sucker Punch, and Bungie. 


EB This is a roadlike road trip 
with the only companion you 
can count on being your 
station wagon. [J There are a 
lot of rusting husks out there. 
Perhaps it's best not to think 
about what ran them off the 
road. [J Flashy onboard 
equipment helps you navigate 
the zone while also keeping 
track of whether that pothole 
you went over too quickly is 
anything to worry about. 
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HB With a little bit of TLC, this 
junker will faithfully carry you 
through the Olympic 
Exclusion Zone. [J Inspired 
by the Pacific Northwest, the 
environs of the Olympic 
Exclusion Zone range from 
breathtaking to mysterious 
and even menacing. 

Ell Fending for yourself in the 
wilderness, you'll need to 
keep your eyes peeled for 
anything rusting at the 
roadside you can repurpose. 


PREVIEW 
Lego 2K Drive 


fi FORMAT PS5, PS4 / ETA 19 MAY / PUB 2K GAMES 
DEV VISUAL CONCEPTS / PLAYERS 1-2 


his is looking great. It’s an open-world Lego racing 
TL game where you can build any vehicle from over 1,000 

unique pieces, and then morph it mid-race, turning it 
into a plane, a bike, or a chicken on wheels. With a story mode 
for one player, online racing, and two-player split screen, 
expect huge jumps, brick-scattering destruction, and that 
familiar, brillantly daft sense of humour. Mind you, you'll need 
one yourself when you see the price tiers, which start at 
£49.99 on PS4, and top out at £104.99 for the Awesome Rivals 
Edition. Do we really need a Hamburghini Royale? Honestly, 
we have no idea, but we do know it’s 2K Games first Lego 
title, and we're expecting great things. Not long to wait now. 


“BUILD A VEHICLE FROM 
OVER 1,000 PIECES AND 
MORPH IT MID-RACE. 


‘* 
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We Love Katamari 
Reroll+ Royal 
Reverie 


FORMAT PS5, PS4 / ETA 2 JUN 
PUB BANDAI NAMCO / DEV BANDAI 
NAMCO / PLAYERS 1-2 
Five years since Katamari Damacy 
got its Reroll remaster, its first 
sequel Is getting the HD treatment. 
The only other series entry to 
involve creator Keita Takahashi, 
this 2005 outing sees you again 
rolling up everything you can see 
into a great big ball. The bigger the 
ball, the better your score, natch. 
While the textures and geometry 
appear mostly untouched, this 
remaster will offer extra fun in the 
shape of Royal Reverie. This mode 
takes you back to the past of the 
King Of All Cosmos, giving you five 
levels to enjoy as you explore his 
childhood. Add in a selfie mode, 
selectable BGM tracks, and 
two-player local co-op or versus 
and it’s looking nice, if unambitious. 


Atlas Fallen 
FORMAT PSS / ETA 10 AUG 
PUB FOCUS ENTERTAINMENT 
DEV DECK13 INTERACTIVE 
PLAYERS 1 
Turns out this game does indeed 
look close to that sandtastic trailer 
we saw last year, with torrents of 
powder slipping and scattering 
everywhere as you fight. This 
semi-open world action RPG has 
echoes of God Of War in its flailing, 
flashy combat, coupled with a large 
dose of environmental traversal 
and exploration. Even lowly NPCs 
appear to be fully voiced and 
there's a big emphasis on 
upgrading your character, gear, 
and moves. There's also a Yoda-like 
raising ability, allowing you to heave 
broken platforms from the ground 
back into place. Zipping along in 
between by surfing across the 
surface of the sand Journey-style 
promises to keep the motion fluid 
and enjoyable even when there's 
nothing to slap into next week. 


PREVIEW 


Monster Menu: 
The Scavenger’s 
Cookbook 


FORMAT PS5, PS4 / ETA 26 MAY 
PUB NIS AMERICA / DEV NIPPON ICHI 
SOFTWARE / PLAYERS 1 


Billed as a ‘tactical survival RPG’, 
this cute dungeon crawler sees a 
party of adventurers lost ina 
dungeon. Exhausted and hungry 
after days alone, they eat the rotten 
(yet somehow delicious] corpse of 
a monster and pass out. Waking up 
back at camp, they go off in search 
of more tasty ingredients to cook 
up [of course}, either for buffs or to 
eed bad food to enemies. It's 
simple: cook so you can fight more; 
ight so you can cook more. With 
calorie and hydration levels to 
manage and turn-based combat 
interspersed with free traversal of 
he dungeons, it’s a cute, if basic, 
roguelike with ‘would have been a 
Vita game’ written all over it. 


Greyhill Incident 


FORMAT PSS / ETA 9 JUN 
PUB PERP GAMES 
DEV REFUGIUM GAMES / PLAYERS 1 


Serious alien invasions in which 
you take up a farmer's gun against 
a horde of black-eyed ‘greys’ are 
surprisingly under-represented in 
games, but that’s about to be put 
right on PSS. Experienced in first 
person, you're essentially playing a 
recreation of the film Signs, only 
without Mel Gibson. But there are 
proper 1950s-style flying saucers, 
people abducted in beams of light, 
and even tall fields of corn to panic 
your way through as your child 
screams for help. The world- 
building looks strong with TV news 
bulletins and a vicar who thinks the 
aliens are angels, and the sweary 
dialogue and gun-heavwy violence 
means this is definitely a grown-up 
survival horror experience. There's 
even a baseball bat so, y'know, 
‘Swing away, Merrill’. 


Aliens: Dark 
Descent 


FORMAT PS5, PS4 / ETA 20 JUN 
PUB FOCUS ENTERTAINMENT 
DEV TINDALOS INTERACTIVE 
PLAYERS 1 


Picture XCOM set in the Aliens 
universe, with real-time control. 
That's the vibe coming from the 
irst in-game footage of Aliens: 
Dark Descent. You control a group 
of up to five marines who must 
investigate a xenomorph outbreak 
on the moon of a planet called 
Lethe. Levels are large and open 
or exploration, with side-quests to 
discover as you progress through 
your objectives. A time-slowing 
eature allows you to issue 
commands to your squad without 
making the game turn-based, 
while also showcasing spectacular 
ragdoll effects. Permadeath adds 
an extra level of stress to 
proceedings - if a marine dies, 
they're gone. Game over, man! 


Goodbye 
Volcano High 


FORMAT PSS, PS4 / ETA 15 JUN 
PUB KO_OP / DEV KO_OP / PLAYERS 1 


It's been years since this one was 
announced, and GVH is finally 
imminent. It’s the last year of high 
school, you're In a band, non- 
binary, have a massive crush and... 
Oh yes, the world is about to 
explode. Bummer. Did we mention 
you're also an anthropomorphised 
dinosaur? The fusion of hand- 
drawn, animated cartoon visuals 
with rhythm action segments looks 
well-realised and the slick 
soundtrack sounds great. 
(It's available to stream 
now on Bandcamp if 
you want to hear 
it early.] The 
triangle- 

toothed dino 
teens do look very 
odd, and some 
commenters are 
‘rooting for the 
asteroid’ [don't 

be mean] but its 
target audience 
will probably be 
all-in for the 
angst-rich story. 


OXxOADXOADXOADXOADXOADXOADXOADXOADXOADXOADXOADXOADXOADXOADXOAODXOSA 
AUXOADXOADXOADXOADXOADXOADXOADXOADXOADXOADXOADXOADXOADXOADXOADXO 


OADXOADXOADXOCADXOADXOADXOADXOADXOADXOADXOADXOADXOADXOADXOANDXOAODX 


lf) FORMAT PSS ETA TBC PUB BANDA! NAMCO ENTERTAINMENT 
DEV BANDAI NAMCO STUDIOS PLAYERS 1-2 


hea: 


CHALLENGE! 


Series producers Katsuhiro Harada en 
Michael Murray talk Tekken 8, and how it uses 
PS5's power to usher in a new fighting generation 
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TEKKEN 8 


| hile Tekken 8 
might not be 
the only new 
fighter on the 
horizon, it is the 
only big one 
whose developers 
are ditching 
last-generation 
hardware, dropping 
PS,4 to focus solely on 
PS5. Sitting down to play the game 
in a room thrumming with the 
excitement of fellow players ready to 
battle, it’s clear this isn’t a cynical 
move; Tekken 8 makes the most of 
the console - sparring really does 
feel special in this brawler. 

Which is a good thing, as it’s 
something that’s been very much on 
the mind of Tekken Project executive 
producer Katsuhiro Harada. (Producer 
Michael Murray, who we also speak 
with, translates for Harada during our 
meeting.) Given the high cost of a 
new console, it had to be worth it. 
“We have a few goals, actually, of 


what we want to achieve,” Harada 
explains, “but one of the major ones 
is to feel like, ‘I’m glad that I bought 
that new generation of hardware 
because this Tekken is just so 
awesome and so brand-new.’” 
Tekken 8 is gorgeous, achieving a 
level of realism that feels a step above 
most games we’ve seen on PS5 to date 


TEKKEN 


FORMAT PS1 
RELEASED 1995 


CLIMBING 
THE LADDER 


EN COMPLETELY REMADE, 


(to be fair, true current-gen exclusives 
have been few and far between). It’s 
no surprise to learn that, as well as 
dropping older consoles, the 
developers have switched from Unreal 
Engine 4 to Unreal Engine 5. To make 
sure they’re getting the most out of 


TEKKEN 2 


TEKKEN 3 


FORMAT PS1 FORMAT PS1 TOURNAMENT 
RELEASED 1996 RELEASED 1998 FORMAT PS2 
RELEASED 2000 


IRACTER MODEL.” 


the technology, everything has been 
completely remade, including every 
character model — no corners are 
being cut here. Each stage, too, is full 
of life, and crumbles around you as 
you pound your opponents into the 
ground (and sometimes through it). 


PlayStation.2 2 


TEKKEN TAG 


PLAY 


TEKKEN 8 


Visually, it almost feels like someone 
has cleaned your glasses for you, with 


the great visual style of Tekken taking 

on an edge of glorious hyperrealism in 

Tekken 8 — then BAM! the rippling the newer home consoles. “But to speeds up load times, means we enjoy 

muscles of King pulling you into a have a standardised console that lightning-fast rematches across our 

piledriver shatters your lenses. anyone can access for a reasonable eight hours going hands-on with the 
“Tf you have a lot of money, you’re price, I guess you could say, to achieve game, as we put up our dukes against 

rich, for example, and you can buy a the current level of graphics is really all comers. “That’s probably even 

high-end PC, then you can make the quite an evolution.” the biggest thing that’s gonna evolve 

graphics look as pretty as you want,” That’s not the only benefit of PS5, 

says Harada, weighing up the cost of though. The SSD, which radically 


PlayStation.2 


B 
f 


TEKKEN TAG 


FORMAT PS2 FORMAT PS2 FORMAT PS3, PSP FORMAT PS4 
RELEASED 2002 RELEASED 2005 RELEASED 2009 TOURNAMENT 2 RELEASED 2017 
FORMAT PS3 
RELEASED 2012 
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A PLEASURE TO 
BEAT YOU 


KING \ 
"ANGER OF THE BEAST” ‘ 


He's still a powerhouse who’s more agile than he initially 
appears, able to toss you around with grab combos or kick JIN KAZAMA 


right through your attacks. One move allows him to soak “LIGHTNING OF FATE” 


damage, and Heat State gives him even more armour. Easier Great for newcomers, Jin has a suite of easy-to-use but powerful specials, and is able to mix up 
to operate here than in past games, he still has plenty of both quick hits and longer wind-up blows. His power crush can act like a powerful parry, 
complications that reward high-level play. transitioning into his part-devil Black Wing Flash. 


PAUL PHOENIX JUN KAZAMA 
“SILENT ASSASSIN” “HOT-BLOOD DESTROYER” “LIGHT OF HOPE” 


¢ 


Another fast fighter, you'll block her strings This judo master can kick your butt, and Dance-like moves mean once her slow 
of attacks before she grabs you in a brutal isn’t afraid to shout about it mid-match wind-ups land, she’s hard to stop and even 
throw and then peppers you with guns and either. Some quarter-circle moves make harder to predict. She’s the only fighter we've 
knives. She has some easy-to-use him a good starting point for newcomers to seen so far who can use a move to heal chip 
single-press knockback attacks and simple Tekken who're familiar with other fighters, damage without having to fight back. A 
gap-closers that mean you never know and his hard-hitting rough-and-tumble is friend to nature, she cleanses opponents, 
where you are with her, except about to die. never not pleasing to operate. and can even fire a burst of... spirit birds? 
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7" 
LARS ALEXANDERSSON 
“THE LION OF THE REBELLION” 


Commanding lightning like the Mishimas, 
rebellious Lars has both quick, tappy 
combos and powerful, single-press blows 
at his disposal. When powered up he’s able 
to tie all of these things together to become 
truly unstoppable, dealing plenty of damage 

to his own unique beat. 


JACK-8 
“HIGH TECH ANNIHILATOR” 


An absolute unit, Jack’s latest form makes 
him twice as large as some characters. 
Some moves can be charged, and others not 
only absorb damage but grow more 
powerful while they do so. An absolute 
wrecking ball when he’s on a roll - try to 

stop him before he can get started. 


KAZUYA MISHIMA 
“COLD-BLOODED OPPRESSOR™ 


Yes, he can still do the spinny kick thing. Heavier-hitting than his son, he soaks up your blows 
before dishing them right back at you. Many of his easy-to-use combos finish with him briefly 
flashing into his Devil form, while he fully transitions when in Heat State. 


ALS. 


LING XIAOYU 
“DANCING PHOENIX” 


Like Jun’s, Xiaoyu’s moves have a dance-like 
rhythm, but are quicker to get out, and her 
combo chains can leave her in new stances 
which then unlock fresh chains of strikes. 
Getting the most out of her means figuring 
out those routes through her attacks, but it 

can be very rewarding when you do. 


MARSHALL LAW 
“THE LEGENDARY DRAGON” 


Heavily inspired by movie hero Bruce Lee, Law is all about 
applying pressure with seemingly non-stop chains of quick 

hits and nunchuk blows, with simple-to-execute combos 
allowing him to mix in launchers and air kicks. His Dragon 
Cannon power crush takes some winding up, but changes the 
pace with a powerful blow. 


“KAZUYA MISHIMA IS ABLE 
TO SOAK UP YOUR BLOWS 

BEFORE DISHING THEM 
RIGHT BACK AT YOU.” 


gamesradar.com/playmag 


PLAY | 


OXxOADXOADXOADXOADXOADXOADXOADXOADXOADXOADXOADXOADXOADXOADXOADXOADXOADXOADXOADXOADXOAL 
ADXOADXOADXOADXOADXOADXOADXOADXOADXOADXOADXOADXDOADXOADXOADXOADXOADXOADXOADXOADXOADXOL 


OADXOADXOADXOCADXOADXOADXOADXOADXOADXOADXOADXOADXOADXOADXOADXOADXOADXOADXOADXOADXOADXC 


OUTTA THE KITCHEN 


HEAT ENG, 


HEAT BURST 


& 


Tap GD at any point, and the camera .. then they'll unleash a powerful You enter Heat State while pursuing Successfully land the final hit of one 
will pull in close to your fighter... slam attack as they enter the Heat your rival, allowing you to continue to of your fighter’s key combos and... 
State, gaining a slight advantage. pressure from a good position. 


HEAT STATE 
oa AND HEAT DASH 


Now you're cooking. Gaining access to new, fighter-specific abilities and with all your moves powered up, you can dish out 
some damage even when blocked. Pull off an Engager again and you can spend energy to pursue with a Heat Dash. 


HEAT SMASH 


Wx ay = 
KAZUYA <0 


This delicious Heat pudding can be activated at any time, as long as you don’t run down the clock. Simply hit Gd and you'll 
use a devastating super attack. Get your foe on the back foot and you'll give them a proper beating, but even the chip 
damage from a Heat Smash can be impressive! Truly delicious. 
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KAZUYA 


‘ 


Ml Getting chucked around by King is still devastating. 
Conversely, chucking other people around is a lot of fun 


when you're playing as the beast. [J Kazuma is using his 
Devil Gene to wreak havoc right across the world, and is 
doing the same to his opponents’ bones. 


the player experience in the game,” 
says Harada. 
“You’re mad and salty, you want 
to jump right back in, right?” 
laughs Murray. 


HEAT HAZE 


Evolution isn’t dependent upon new 
hardware, though, nor on constantly 
adding more. The tweaks being made 


TEKKEN 8 


WIN T 


"EACH FACE BUTTON BECOMES A LIMB, WITH TWO PUNCHES AND TWO KICKS 
AT YOUR COMMAND, AND COMBOS FLOW EASILY.” 


to Tekken 8 are more aimed at honing, 
refining, and reforging what came 
before. The fighting game grip, 
however, remains the same, meaning 
anyone used to playing Tekken - even 
from all the way back on PS1 - will 
find the feeling of nudging these 
fighters around the stages familiar. 
Each face button becomes a limb, with 
two punches and two kicks at your 
command, and stellar animation 
ensures combos flow easily and 
gracefully into one another. Finding 
your favourite fighter becomes a 
matter of finding one who matches 


your own groove, and each of the ten 
we go hands-on with has a unique 
vibe, from King’s powerhouse moves 
that can absorb attacks as he reaches 
for a devastating grapple to the much 
faster Xiaoyu, whose flowing combos 
change her stances so one chain of 
strikes opens up a whole new path of 
blows to follow (if you’ re able to 
internalise those moments of 
opportunity for when to strike). 

Core to Tekken 8 is a fresh layer of 
power you can tactically deploy during 


each round: Heat. In essence, this 
damage-boosting, temporary mode 
change is similar to many others 
throughout fighting game history, but 
in practice it’s something more. 
You’re able to pop the state change 
only once before your HP reaches 
zero, So it’s a resource that can shift 
the balance of a match. 

Heat lasts approximately ten 
seconds, but can last longer if you 
keep the aggressive strikes coming, 
with things like downing your 
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TEKKEN 8 


opponent temporarily pausing its 
depletion. You can activate it witha 
simple tap of ep to use Heat Burst, a 
quick knockback attack, or, perhaps 
most interestingly, by using a Heat 
Engager (an attribute given to about 
five standard moves or combos for 
each fighter, many of which are the 
attacks they’re most associated with). 
Connect with the final hit of a Heat 
Engager and the usual knockback will 
transition with a thrilling camera- 
zoom into a gap-closing sprint as you 
instantly become powered up. 

While each power-up initiation has 
its advantages, the engager combos 
give you a slight edge with an extra 
stock of Heat Energy, which you can 
expend mid-combo to close the 
distance with a Heat Dash. Either way, 
though, you hit harder and gain access 
to new moves and abilities that play 
into the strengths of each fighter - 
Kazuya enters his Devil form and 
gains easier access to his Electric 
Wind God Fist, for instance, whereas 
King gains armour on his sprinting 
grab attack to make him an 
unstoppable force. 

While in Heat State, even blocked 
attacks do chip damage, the health 
bar shaving away to reveal a 
transparent Recovery Gauge. Land 
hits of your own and you can fill that 


bar back up with delicious HP, but 
clean hits on you confirms the 
damage, depleting it permanently. As 
with most of Tekken 8’s systems, it’s 
all geared towards ensuring the 
game’s played aggressively, goading 
players into getting up in each other’s 
business either to push an advantage 
or to try to turn the tables and 
recapture momentum. 

Whether Heat is activated during 
opening blows or to clinch a victory, 


or even whether an opponent tries to 
trigger theirs in response to an attack 
or waits out the blows so they have a 
resource advantage later on, it all adds 
a tense thrill to the fast-paced 
exchange. Even as the ten-second 
timer ticks down things ratchet up, as 
only during this window can you 
activate a Heat Smash, a kind of coup 
de grace special move that can do 
substantial damage (or chip damage) 
but instantly uses all remaining Heat. 
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Will they go early? Will they go late? 
Can you catch them out to stop them 
from being able to use it all? 


FIGHTING WITH STYLE 

All this builds on top of Rage, which 
returns as an automatic last-ditch 
power boost at roughly 20% or below. 
Your Rage Art, a super-strong move 
that gets stronger the less health you 
have, has been made easier to input 
with commands now the same for 


every character (or a simple squeeze 
of a), making for a whole other level 
of ‘will-they-won’t-they’ to mix into 
the final, cheek-clenching moments 
of a match. Across the board many 
inputs have been simplified to allow 
for easier deployment of iconic 
attacks, which in turn makes it easier 
to respond to your opponent, whether 
that’s punishing an opening or trying 
to turn the tables as you deflect a 
barrage of blows. 

Anew Special Style control mode, 
which you can activate even mid- 


match with @, simplifies things 
further, giving each face button a 
shortcut combo that’s useful for 
different situations, like a generic 
power crush with ® to armour a 
comeback strike through opponents 
who aren’t taking defence seriously, 
or tapping @ for an air combo. In 
theory, you can toggle between the 
new control mode and classic controls 
to fit the situation, perhaps as you get 
used to a character or to get around 


) SKILLS ARE PROGRESSING AS YOU PLAY 
[IVATES YOU TO KEEP PLAYING.” 


the more limited palette of moves 
Special saddles you with. 

It’s a lot to take in, but while we 
spend hours with the game, we only 
have to play for a couple of minutes 
for it to feel right. Though there’s a lot 
going on under the hood, Tekken 8 
purrs in the hands, and most of its 
systems smooth out the way the 
fighting feels so you worry less about 
details and more about responding to 
the opponent in front of you. 


In our conversation, Harada ends 
up comparing fighting games to Dark 
Souls. But, as he makes clear, not 
because of their difficulty: “If the 
person is really good, then maybe you 
feel it’s difficult. If they’re not so 
good, maybe it doesn’t feel difficult, it 
depends totally on your opponent,” 
he notes. Instead, he explains the 
connection is in getting back up when 
a match knocks you down. Harada 
says fighting fans do this “because it’s 


interesting, there’s a lot of stuff there 
to progress, you feel that your skills 
are progressing as you play it. So that 
motivates you to keep playing the 
game.” The question the team has in 
mind when approaching a sequel, and 
deciding on how to tweak mechanics, 
is: “Is the game entertaining enough 
to motivate you to stick with it?” We’d 
say so. And thanks to the SSD, there’s 
nothing to stop us jumping back in 
the next time we’re mad and salty. 
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HALF CAP 
MOHAWK 


IFA as you know it 
is dead. From 
autumn 2023 the 
omnipresent 
football series will 
be superseded by 
EA Sports FC, with an as-yet- 
unconfirmed developer picking up 
where the publishing giant left 
off. It’s been a rollercoaster 
three decades since FIFA 
International Soccer arrived on 
Sega Mega Drive in December 
1993 — but perhaps the most 
incredible detail of all is that 
bosses at EA initially wanted to 
call the company’s new footie sim 
something else entirely. 
“There was a large discussion about 
what to call what we were initially 
referring to as EA Soccer,” says 


original lead designer Bruce McMillan. 
“The North American distribution 
company was lukewarm on ‘Soccer’ 
for that market and thought the only 
way it would sell was if it was called 
Team USA. My boss, Bing Gordon, 
came to Vancouver to discuss the 
matter. Bing’s a good guy and believes 


“IT WOULD GO 10 THE TOP OF 


THE CHARTS AND STAY THERE 
FOR AN ENTIRE YEAR.” 


in people’s passion. He said ‘It’s your 
product, you created it, you know 
this sport and this experience, what 
is your decision?’ I said FIFA. It would 
go to the top of the UK charts and 


30 YEARS OF FIFA 


stay there for an entire year, only to 
be bumped to number two by its 
sequel, FIFA 95.” 

Indeed, the first FIFA was 1993’s 
best-selling game, despite it being 
released a mere 12 days before the 
calendar ticked into 1994. Original 
producer Matt Webster was shocked 
by the brand-new game’s 
success. “The reception was 
way beyond our expectations. 
Remember that at the time 
we were going up against the 
real heavyweights in football 
games with Sensible Soccer and 
Kick Off. We were due to go 
head-to-head against the console 
version off Goal - Dino Dini’s 
follow-up to the latter — and 
apparently the early buzz for FIFA led 
to them delaying their street date.” 
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J ythe time it 
» | debuted on PS1 with 
- 4 FIFA 96 the series 
| had emphatically 
“ seen off the former 
| big two, and 
undergone considerable change of 
its own. The fake players from the 
initial game had been replaced by 
real licenses, with over 3,000 
genuine names featured. FIFA’s 
reputation as a juggernaut, 
with accurate kits and 
teams from all around the 
world, was born. 

Its standing was 
enhanced a year later with 
the introduction of an 
indoor six-a-side mode, 
which long-term series fans still look 
back on fondly. If you enjoyed playing 
FIFA Street in the 2000s, or Volta 
mode in contemporary series entries, 
FIFA 97 is the game to retroactively 
bow down to. 


PLAYSTATION 
BEGINNINGS 


There was new competition, 
however: while Sensi and Kick Off had 
faded away, a new rival would relegate 
FIFA to second place in the eyes of 
footballing purists. Konami dropped 
International Superstar Soccer Pro on 
PS1 in June 1997, eight months after 
FIFA 97, and raised the bar for 
sim-football expectations. Dribbling 
controls felt intricate, passing 
smooth, and shooting nuanced yet 


“WE IMPROVED THE SOPHISTICATION 


OF THE BALL PHYSICS, AND REWROTE 
HOW THE GOALIE SAVED THE BALL.” 


powerful. FIFA suddenly seemed 
overly speedy and end-to-end. These 
labels would remain attached to 
Konami and EA’s respective games 
into the mid-2000s, as ISS 
metamorphosed into Pro Evolution 
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Soccer, and fans became as 
entrenched as Celtic vs Rangers or 
City vs United. 


GAME ON 


Enter Gary Paterson. While 

you mightn’t have heard his 
name before, the die-hard 
Aberdeen fan was critical in 
FIFA overhauling PES’s PS2 
dominance, and turning 
EA’s series into what you 
know and love (or love to hate!) today. 
In 2004 he was working for the 
company as a programmer on FIFA 
Manager, and sent some thoughts t 
the main FIFA team on the ways in 

which the series had fallen behind 
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PES, and how it could reverse the goalkeeper saved the ball. I was also SWITCHING SIDES 


trend. The EA Vancouver crew loved focussed on replacing random Those who’d long criticised EA’s 
his vision so much that he was elements with probability curves series while in awe of PES embraced 
installed as the series’ Lead Gameplay | based on context. We introduced an Paterson’s vision and the refreshed 
Designer in October 2005. error system to every kick that looked game: FIFA 07 sold a million copies 
“T was focussed on creating logical at the context behind it. One result more than FIFA 06. Indeed, the 
systems that reflected what I knew of was a shooting system where goals passionate Scot argues that this era 
football, and that would generate the were not always spectacular, but that didn’t merely change the sports 
range of outcomes necessary to create made the game feel more authentic genre, but elements of gaming as a 
a dynamic experience where no two and the spectacular feel special.” whole. “A lot seems to be written in 
games would be the same,” gaming circles recently about 


Paterson says of the era which 7 systemic games that generate 
incorporates FIFA 07 on PS2, THAT MADE TH F GAM F FE FL. emergent player stories — and 

and FIFA 08 and 09 on PS3. although that’s not what we called 
The changes made a huge it back then, this is exactly what 
difference. “We improved the we were doing and what most 
sophistication of the ball successful sports games have 
physics, and rewrote how the been doing for decades.” 


MORE AUTHENTIC AND THE 
SPECTACULAR FEEL SPECIAL.” 


FIVE UNFORGETTABLE RIVALS , 
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SOCCER ’97 PRO EVOLUTION THIS IS FOOTBALL 
: derrated yt fun ea SOCCER 6 Sony's attempt at 
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ULTIMATE 
DOMINATI 


Ss more PS2 gamers 

switched to PS3, Pro 

Evo’s popularity 

began to slide 

dramatically — and 

depressingly, for 
those who’d adored the era of fake 
names such as Roberto Larcos and 
von Mistelroum. EA’s next trick 
would effectively kill off the rivalry. 
Six months after the release of FIFA 
09, it released a £7.99 piece of DLC. 
It tasked you with creating yourself 
as captain of a fictional club, then 
assembling a team by collecting 
Panini-style digital cards. As well as 
players, you could find cards which 
triggered mid-game boosts such as 
increased pace or decreased ref 
strictness. It didn’t feel especially 
‘sim’ — but the just-one-more-pack 
appeal was unquenchable. 

The new mode was called — you’ve 
guessed it — Ultimate Team. 

“Its initial appeal was the concept 
of building the perfect team — the one 
you’d love your club to have,” says 
Adam Shaikh, who spent a decade 
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1 | FIFA 12 contained the usual club excellence, such as 
Real Madrid vs Barcelona. It was later bolstered with 
free DLC for the following summer's Euro 2012 
tournament. gj How we miss Creation Centre. Make any 
team, player or kit - your options were truly limitless. 

Eq FIFA 23 saw two domestic female leagues included 
for the first time, from England and France. Cool. 


working on FIFA, ultimately rising to 
become senior creative director. 
“What made it stick was the 
incredible journey of exploration. Not 
only in terms of the players that you 
got, but the progression in 
competition. You’d have to build a 
team from the varied pieces you had, 
taking them onto the pitch and 
battling it out with all comers. Finding 
bargains and trading up to get players 
you really wanted was an incredibly 
fun activity, supporting an entirely 
different way to play the game. 
The whole package just clicked 
with people around what it 
meant to be a football fan.” 


CENTRE FORWARD 


Ideas like using yourself as 
captain, and the in-game 
boosts, were soon dropped. But EA 
knew it had captured lighting ina 
bottle. By FIFA 11 Ultimate Team was a 
free add-on, and FIFA 12 saw it 
included on the disc for the first time. 
Indeed, many consider this to be EA’s 
footballing peak from the last three 
decades. FUT felt generous when it 
came to dishing out elite players, Gary 
Paterson’s gameplay innovations 
perfectly mixed realism and fun, and 


2 FIFA 11 Dev Team ‘TEAM KIT 


its Creation Centre is longed for to 
this day. Using a web browser, you 
could create your own teams and 
players — past or present, professional 
or Sunday League — then import them 
into the main game. It was 
outstanding, and yet was dropped, 
never to be spoken of again, in the 


Boa 


2013 leap to PS4. Hmmm. 


“ULTIMATE TEAM IS THE BEST- 


KNOWN, MOST CONTROVERSIAL, 
MODE IN SPORTS GAMING.” 


There was no danger of Ultimate 
Team being axed. Over the last decade 
it’s become the best-known, and 
most controversial, mode in sports 
gaming. Not to mention supremely 
lucrative. Across the 2021 financial 
year, that single mode made EA 
$1.62 million — 29% of its entire net 
revenue. Those numbers generated so 
many headlines that FUT earnings 
were omitted from its 2022 report. 


30 YEARS OF FIFA 


FIFA Points, its in-game currency, is 
banned in Belgium where governors 
feel it constitutes gambling. Yet still 
we play it, and play it, and play it 
some more. 

It’s ashame that the noise 


surrounding Ultimate Team in recent 
years has dominated the conversation 
around FIFA, because the series has 
found ways to evolve outside of 
that mode. International 
women’s teams were 
introduced in FIFA 16, 
with domestic sides 
from the English and 
French top divisions 
added in this year’s 
final edition. Career mode, an 
afterthought in the PS4 era, has 
returned to form with the option 
to sim a match then seamlessly 
jump into gameplay (or back 

out again) at any moment. And, 
still harking back to the Paterson 
days, FIFA 23 plays much more 
like classic PES than that 
series’ undercooked 
successor, eFootball. 
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From that young hopeful in a crowded field, the 
game's now leading the team - one final time 


Player likenesses have come 
along incredibly - you don’t 
need this caption to pick out 
Luka Modric or Vinicius Jr. 


0 years on, the 
original FIFA 
development team 
remain delighted by 
the series’ success 
as it takes its final 
bow. “For the initial PC version we 
worked with Creative Assembly in 
Horsham to create the first real- 
time commentary system, 

and that pioneering spirit 
remains with the FIFA 

team today,” says Matt 
Webster. “I’m truly 

stunned by what FIFA has 
become and what the 

team led out of Vancouver 


\ ‘ 
Winrar 


DA Y BETTER 


id} 
LU > 


al 


are able to achieve year after year. 
It’s just not easy to make games, so 
to do what they do at the scale to 
which they do it, really is 
remarkable. It’s a different league to 
the one we were playing in.” 

Bruce McMillan is equally generous 
with his praise, and feels FIFA’s 
current dominance stems froma 


“ITS AN OUTSTANDING TEAM. 


TO WORK ON FIFA WAS, AND IS, 
A REMARKABLY HIGH HONOUR. 
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three-decade masterplan. He tells us: 
“Before any online products were 
shipping, I created a plan and vision 
for FIFA to become the first billion- 
dollar franchise. I still know many of 
the people who work on it — it’s an 
outstanding team. To work on FIFA 
was, and is, a remarkably high honour 
and standard. I imagined this 
phenomenon, and 
relentlessly worked with 
many others for this 
success. Football is the 
world’s game. As the master 
Pele would say: ‘O Jogo 
Bonito.’” We’re not going to 
argue with that. 
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THE BEST FIFA SPIN-OFFS 


WORLD CUP 98 


This was great. EA's first major tournament spin-off, with all the real kits, 
players, and French stadiums. Created a template which would be copied, 
but never bettered. And one of Team PLAY still has a stuffie of the mascot. 


FA PREMIER LEAGUE STARS 


This was a short-lived spin-off devoted to the English top division, right 
down to club-specific chants and accurate squad number fonts. We take 
those for granted now but it was big news in 1999. 
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FIFA SOCCER MANAGER 


A rival to Championship Manager and Football Manager, with neat unique 
features like having to design and construct your own stadium - with a 
maximum capacity of 300,000. Sheepskin coat not included. 
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PlayStation, 


= 


Dennis Bergkamp fronted 
a solid PS1 effort with a 
short-lived twist: the 


One of the strongest 
covers, not just of the PS2 


Ronaldinho and Wayne 
Rooney shared front-of- 


FIFA STREET 


PS2 insta-hit which combined FIFA 97’s enjoyable small-team indoor mode 
with crazy skills from the likes of Ronaldinho and Ronaldo. The current 
Volta mode is Street's spiritual successor. 


The final ever FIFA game 
breaks new ground, 
featuring the series’ first 


A smart PS4 cover 
featuring a certain Real 


ability to compete in 
a 20-team ‘European 
Dream League’. 


era but in series history. 
Roberto Carlos, Ryan 
Giggs, and Edgar Davids 
were its stars. 


box honours ina 
formidable outing which 
saw Ultimate Team debut 
as paid-for DLC. 


female cover star. Take a 
bow, Chelsea striker 
Samantha Kerr. 


Madrid galactico in happier 
times - ie before he began 
throwing public strops 
fuelled by P***s M*****n. 
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“THERE'S A REAL 
THRILL 10 USING YOUR 
GROWING SKILLS.” 


086 Atelier Ryza 3 
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Zombies in LAs heat? Bring a nose-peggs> 


HIGHLIGHTS 


TCHIA 072 | THE DARK PICTURES: SWITCHBACK VR 074 | CITIZEN SLEEPER 075 | COFFEE TALK EPISODE 2 075 
THE LAST WORKER 076 | PROCESS OF ELIMINATION 077 | NO MAN'S SkY [PSVR2] 078 | THE WALKING DEAD: 
SAINTS & SINNERS CHAPTER 2 - RETRIBUTION 080 | BACKBEAT 082 | CLASH: ARTIFACTS OF CHAOS 083 
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REVIEW PS5 


Dead Island 2 


Trouble in paradise 


INFO 


FORMAT PS5 
(reviewed), PS4 
PRICE £59.99 
ETA Out now 
PUB Deep Silver 
DEV Dambuster 
Studios 
PLAYERS 1-3 
LENGTH 12-15 hrs 
ACCESSIBILITY 
Motion blur and 
FOV sliders; 
customisable UI 
and subtitles; aim 
assist; adjustable 
analogue stick 
sensitivity 


Imost ten years after it was announced 

(and from the sounds of it, spending a 

fair chunk of that time in development 

hell), they finally managed to release 
Dead Island 2. In many ways, that itself is an 
accomplishment, and nothing but respect to 
Dambuster Studios for pulling it off - but rather 
than a magnificent rebirth, it feels more like the 
cursed half-revival of one of the zombies you’ ll 
be carving down, in a frame as creaky as those 
undead joints, unable to support the few things 
that do manage to work. 


Your hero of choice may be a dab hand at 
brutalising infected into bloody pulp, but the 
narrative is pretty much standard zombie fare, 
requiring you to set up a safe house, rescue fellow 
survivors, and try to find a way to get out of the 
quarantine zone alive while also chasing after a 
potential cure. While returning character Sam B 
warns you not to trust the government, it’s 
lip-service lampshading — you’ ll have no choice 
but to follow those beats. 


HELL-A CONFIDENTIAL 


Similarly, your Slayer doesn’t have a lot of options 
when it comes to navigation. Dead Island 2 isn’t 
an open world game; instead each area acts as a 
kind of hub. Which sounds fine on paper - each 
of those areas is home to side-quests and 
collectibles — but these hubs are surprisingly 
small and linear, even quite far into the game. 
Many simply feel empty. For example, a hotel 
location features a couple of extremely long, 
straightforward roads that lead towards your 
missions, and Santa Monica pier has a bland beach 
(before you’re sent on a simple path down the pier 
for that area’s main story mission). 

Venice Beach (coincidentally the location of the 
2014 announcement trailer) is the only area that 
stands out as much of a real sandbox, giving you 
the opportunity to poke around back streets and 
ruined beachfront store interiors that hint at the 
kind of detail that could have been — but even 
there one of the major side-quest boss encounters 
merely has you whacking a muscular zombie with 
a crowbar in a car park for a few minutes as 
numbers spill out of him. 

That’s not all combat has to offer, though it is 
the bulk of it. And it’s a shame, as the gory melee 
fundamentals are joyous to behold. Regular 


“Exotic dancer” Ryanisa 
brick [blorp!]house, his 

blocks only increasing the... 
force of his attacks. 
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ests, but these hubs 
risingly small. | 


zombies are great fun to dispatch, whether that’s 
by using forceful attacks to send them flying (the 
drop kick you unlock early on is especially good 
for this, packing plenty of weight), maiming them 
by attacking their limbs to lop off appendages in 
a Spatter of glittery blood, or using the 
environment or elementally charged weapons to 
crisp up their decaying flesh with a mixture of 
electricity, fire, or caustic acid. Be careful not to 
get caught by those weapons yourself, though: we 
die more than a few times as sudden flames 
quickly chew through our health bar (which is 
doubly annoying if it happens when we’re locked 
into a finisher move). 

But quite quickly Dead Island 2 begins to get in 

its own way, introducing Apex enemies who are 
cut from the same tired flesh you’ve seen in a 
hundred zombie games to date: the muscular 
charger, the blob-like one that spits goop at you, 
and so on. These form the basis for most boss 
encounters, as you whack them with melee attacks 
while circling around them and dealing with adds. 
Towards the end, there are some visually 
enthralling body-horror treats to be had, but 


a The gory melee fundamentals 
are joyous to behold. Regular 
zombies are fun to dispatch. 


they’re no less dull to fight. It’s 
knocking around basic zombies 
that’s gleeful, not whaling on a 
meatbag while watching health 
bars. Aggressive level scaling 
and wonky balancing means 
that unless you carefully tick off 
every side-quest, later areas 
become real slug-fests against 
higher-level zombies, with very 
little XP reward for punching 
above your weight. 


GETTING CARDED 


Similarly, it feels like Slayer 
skills don’t always mesh with 
the parts of Dead Island 2 that 
are the most fun. These are 
collectable skill cards that you 
can swap in and out of certain 
slots, giving you options for 
fundamentals like how you 
negate damage (a dodge or a 
block) or the kind of jump kick 
you do, but also more granular 
systems for your build, like 
which actions will give you some 
stamina or regenerate a little of 
your health. 

We find experimenting with 
them is rarely fun, with some 


Hl Infinite-use Curveball items help 
you mop up groups of enemies. 
Drop kicks apply considerable 
force, meaning you send the undead 
flying in an entertaining fashion. 

Ell The game's guns aren't very 
satisfying to use, but are powerful 
enough they're hard to ignore. 


skills clearly outmatching others. 
Even with the dodge, for 
instance, you can end up caught 
in damage-dealing zombie limbs, 
while the block you can replace it 
with seems to soak almost all 
damage in front of you and 
enables a generous counter- 
attack window to boot. The 
imbalance is especially clear 
when it comes to Autophage 
skills, which saddle you with a 
buff and a debuff at once — 
though not a single card we 
manage to pick up seems worth 
the risk, and we fall back into 
tried and true habits instead in 
our playthroughs. 

Weapons are much more fun 
to experiment with... when 
you’re able to, anyway. Just as 
you begin to get bored of the 
simple blunt and bladed weapons 
you can scavenge, modding 
begins to open up, allowing you 
to power up those old faithfuls 
and (crucially) add elemental 
attributes. While some enemies 
resist certain types of damage, 
for the most part you’! always 
want to keep a favourite blade at 


070 


PLAY 


GAA first-person 
perspective means you 
get up close with some 
gnarly-looking zombies. 
Mid-game unlock 
Fury mode gives you 
limited time to whale on 


zombies. [J Watch out 
for elemental effects. 
They can fry you too. 


your side, as setting fire to a plentiful late in the game, so you 
zombie, for instance, is always can rely upon firearms to carve 
part of the path to victory. away chunks of enemy health 
Sadly the resource loop means bars, though they evoke little of 
you’ ll either favour only a few the joy of the more visceral 
particular weapons or begin to carving the game opens with. 
rely solely on drops, as repairing Despite the fun of the melee 
them (melee weapons degrade, combat guns are powerful 
unlike guns), taping on mods, or enough that they’re hard to 
level-matching older gear ignore; yet another way the 
requires heaps of both scavenged | game’s own systems get in the 
resources and cold, hard cash. way of the thrill of hands-on 
You'll frequently find yourself undead bashing. 
wishing you could experiment Dead Island 2 just doesn’t 
with new finds, only to discover hang together; it’s a zombie 
you need to do a load of grinding stitched haphazardly together 


simply to bring your discovery up | from parts that don’t match 
to snuff and maintain it. well. For all the moments of 


gnarly, flesh-blending glee, 
BANG FOR YOUR BUCK there’s twice as much tedium, 


Guns, of course, return as well, wrapped up in a boring story that 
and can be modded just like doesn’t even excite when it goes 
melee weapons — though in off the rails in the nth hour, or 
practice they all feel like even have the good grace to have 
pea-shooters. Ammo drops are a proper ending. 


Neat zombie bashing mechanics are woefully 5 
under-served as it loses its way more with 
each hour, making the shiny hyper-violence 


yawnworthy by the end. Oscar Taylor-Kent PLAY 
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WHAT YOU DO IN: DEAD ISLAND 2 


16% Drop-kicking 
groups of zombies 
off edges. 


— Wincing at 


the caustic 
44% 


damage - that’s 
some great skin 
Watching numbers 


10% Umming melting. 
and ahhing over 
skill cards before 


deciding most 


are boring. spill forth from 8% Trying to 
; zombies. convince a 
Spotting a friend to join you 


zombie suddenly 
appearing in your 
peripheral vision in 
an empty room. 


on your quest. 


MULTIPLAYER 


© Upto three slayers can 
~~ join forces. In our private 
sessions, this works 
easily, allowing us to hop 
into another player's 
world. Loot generates for 
each player, and, handily, 
quest progression can 
carry over to other 
players’ progress. The 
S best way to play is 
definitely with a pal. 


STATPACK 

Main story quests. Subterranean Maximum skill cards 
That sounds a lot, but | levels - Dead Island 2 | to equip, on top of two 

_ some feel so features both asewer | unique Slayer cards. 

insubstantial, we anda subway. The There are lots to 
wonder if they were former has aroughly | collect, then, but in the 
originally designed as minute-long end there’s not much 

side-quests. goretastic chase. to them. 


LOVING/HATIN 


MAP ATTACK SPONGE SURVIVOR 
While the hubs are boring Again, basic zombies are great to 
structurally, the maps are a treat. maim, but the spongier Apex 
Each is uniquely designed to versions are not. DI2 rarely feels 
appear as it would in-universe. like it plays to its core strength. 


COMPEL-O-GRAPH 


These areas sure 
are basic. 
..at the boring 
And a sewer pier level. 
level, just what 
we wanted. Endgame 
unlocked... 


Zombie | That was it? 
bashing is gory Venice Beach | 
and great. is nice and 
open - the way 


forward? 


0 TIME 13 hours 
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Tchia 


This archipelago adventure has soul 


hile we pretended to be all sorts of 
things as imaginative youngsters — 
wiggly worms, fantastic dragons, and 
as recently mentioned, cats — we’re 
not sure our childhood games ever involved 
someone pretending to be a can of gasoline. 


This is a surprisingly gutsy children’s fable - and 
we're not just talking about the arson. There’s also 
bloody dismemberment, and a recurring comedic 
bit about a headless chicken who just won’t quit. 
None of this is presented in a way that works 
against Tchia’s charming tone, but it’s worth being 
aware of before sharing this tale with tiny tots. 
Though inspired by New Caledonia, the people 
and places you encounter don’t necessarily bear a 
strict resemblance to the islands in real life. That 
said, characters speak in French and Drehu (the 
two most prominent languages in New Caledonia), 
Kanak cultural practices are referenced, and the 
region’s shapeshifting folklore infuses the titular 
protagonist’s unique ability. 

Soul-jumping allows Tchia to possess animals 
and small objects, each offering traversal options, 
usually along with a unique action on @. You can 
snip and sidestep as a crab, swim and leap as a 
dolphin, or bite your way though the sea as a 
shark. For one more example, you can not only fly 
as a gull, but also make your feelings about the 
archipelago’s despotic leader, Meavora, clear as 


FORMAT PS5 
(reviewed), PS4 


PRICE £24.99 


ETA Out now 


PUB Kepler 
Interactive 


DEV Awaceb 
PLAYERS 1 
LENGTH 10+ hrs 


ACCESSIBILITY 
Remappable 
controls; 
adjustable subtitle 
size; alternate font; 
aim assist; family 
mode; no-failure 
mode; skippable/ 
autoplayable 
activities, eg 

music minigames; 
invertable camera/ 
movement 
controls; adjustable 
camera sensitivity; 
camera shake, 
adaptive triggers, 
and controller 
vibration on/off 


you coast above one of his 
statues — chocks away! Speaking 
of volatile payloads, possessing 
lanterns or cans of gasoline can 
eventually give you the ability to 
torch Meavora’s evil empire. 


PLAYING WITH FIRE 


The archipelago is imagined as 
an open world, brought to life 
with vibrant underwater scenes 
and white sand beaches that’1l 
blow you away at sunset. A 
non-standard approach to 
wayfinding equips you with a 
compass pointing vaguely to 
objectives, and asks you to 
orient yourself via signposts, 
largely avoiding glowing 
waymarkers. This encourages 
you to engage with the lay of the 
land — it also helps that each 
island has a distinct identity. 


There’s plenty to do, from 
hoovering up collectibles to 
recharging your soul-jump 
ability by chowing down on local 
cuisine to paying your respects 
to the local head of the 
community with gifts before 
joining them for a song. Many 
emotional story beats are 
underscored by a minigame that 
sees Tchia accompanying 
heartfelt singing on her ukulele. 
It’s sweet, and the emotion of 
each performance gets us every 
time, though as players without 
fluency in French or Drehu we 
are often too focussed on 
matching button prompts to 
fully appreciate the subtitled 
translation of the lyrics. 

But, like in many open world 
games, base clearing also 
features. Across the archipelago 


a Snip and sidestep as a crab, 
swim and leap as a dolphin, or 
bite through the sea as a shark. 


PLAY 


© Drop 
Throw, 


Stow) 
‘Soul—Jump) 


Hi We don’t want to talk 
about the hoops we had 
to soul-jump through to 
get this egg. [J Oh, the 
places you'll soul-jump 
to — like this island full of 
spirits called Mwaken. 
El The archipelago is a 
joy to explore on foot, by 
fin, and by wing. 


animated scraps of fabric fill the 
ranks of Meavora’s army and 
populate outposts. You’re 
expected to crouch-walk 
through these, picking your 
fire-starting moments, but it’s 
more fun to hurl yourself around 
via propulsive soul-jumps until 
all that remains is ash. 
Unfortunately, what begins as 
an optional side-activity 
becomes a preoccupation during 
the story’s penultimate act. 
During this stretch you spend a 
ridiculous amount of time filling 
your pockets with combustible 
rocks and blowing stuff up. 


IN MY FINS 


While this archipelago 
adventure tries to do something 
different with its open world, it 
falls into familiar rhythms, and 
ultimately fails to cure our genre 


fatigue. Its most compelling 
idea, soul-jumping, gets left out 
in the cold too; beyond getting 
from point A to point B, you’re 
rarely prompted to solve 
problems by possessing wildlife, 
and you’re instead increasingly 
tasked with blowing up baddies. 
That doesn’t mean all of our 
goodwill for Tchia has gone up 
in smoke. For one thing, it’s 
easy to feel the devs’ love for 
the game’s real-world 
inspiration in every aspect of 
the world and story. Taking 
more of a bird’s-eye view, the 
wider narrative arc of a clever 
young girl tearing down an ever- 
hungry despot is also especially 
appealing. And ultimately the 
ending and epilogue sweetly 
brings everything home ina 
conclusion that — no spoilers — 
leaves our hearts feeling full. 


This archipelago adventure is, in a word, 
lovely. While its open world can’t soul-jump 
out of making familiar wrong turns, we still 
enjoyed getting lost in it. Jess Kinghorn 
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PLAY 


PSS REVIEW 


THE PLAYBOOK 


WHAT YOU DO IN: TCHIA 


17% Wanting to learn 
way more about New 
Caledonia, and 

its stories of 
shapeshifters. 


10% Sailing 
away on Tchia’s 
makeshift boat 
and taking it all in. 


Scooping up 


clothing collectibles 
and co-ordinating 
your outfit at camp. 


27% 


Scanning the seas 

and skies for any 

animal that can 
offer a ride. 


Possessing 
lanterns, cans of 
gasoline, and 
shiny rocks with 
explosive 
consequences. 


a | 12% Refuelling 


your soul-jump 
meter with local 
cuisine, and 
wondering about 
whipping up 
some real-world 
recipes. 


FRIENDS & ENEMIES 


LOUISE 
A girl with a passion 
for photography. 
Becomes fast friends 
with Tchia. 


Spoken languages 

outline Tchia’s story, 

French and Drehu. 

Everything is spoken 

by New Caledonian 

people and subtitled 
in English. 


a) 


accompanied by a 
minigame. It’s not alw 
but it plucks at our he 


A SONG IN YOUR HEART 
Almost every emotional beat is 


(2) 


MEAVORA 
On top of erecting 
horrible statues, 
literally eats babies. 
‘Nuff said. 


STATPACK 


12 


Developers make 
up independent, 
Montreal-based studio 
Awaceb. Co-founders 
Thierry Boura and Phil 
Crifo both grew up in 
New Caledonia. 


TRE 
A close friend of 
Tchia’s father, Joxu. 
This chap absolutely 
loves a jam session. 


Animals to soul-jump 
into, plus many more 
otherwise inanimate 
objects to possess. 
Each offers Tchiaa 
unique ability or way of 
getting around. 


LOVING/HATING 


musical 
ays elegant, 
art strings. 


ADDICTED TO BASE 
We're already so over the open 
world mainstay of base clearing. 
Asa major story beat, we're 
endeared to it even less. 


TROPHY CABINET 


ot PIGEg "y 


BRONZE 
Whip out your 
slingshot and shoot 
a flying bird for this 
trophy - you monster. 


SILVER 
Give a group of fabric 
foes the runaround 
and burn three of 
them at once. 


LE WiRe 


GOLD 
Scarf down every 
stamina fruit you can 
find and upgrade your 
stamina to 120. 


PLAY 
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REVIEW 


We suppose there's no 
chance of sorting this out 
over a nice cup of tea? 


The Dark Pictures: 
Switchback VR 


FORMAT PSVR2 
PRICE £32.99 


ETA Out now 


PUB Supermassive 
Games 


DEV Supermassive 
Games 


PLAYERS 1 


LENGTH 4-5 hrs 
per run 


ACCESSIBILITY 
Subtitles on/off; 
resizeable subtitles; 
speaker names on/ 
off; letterboxing 
on/off, adjustable 
font; automatic 
reload on/off; 
haptic feedback 
on/off; adaptive 
triggers on/off 


he best way to describe this, perhaps, is 
to say that it’s a cross between a ghost 
train, a shooting gallery, and that feeling 


of dread you 


get when you see a letter 


with HMRC stamped on it fall through the 


letterbox. All in VR, 


too, so peripheral vision 


won’t save you from the jumps you know are 
coming. It’s fun, occasionally scary, sometimes 
inventive... but never great. Not quite. 


While we say it’s occasionally scary, it’s more 
accurate to say that the experience is peppered with 


cheap (but no less ef: 
fact, if an important 


fective for that) jump scares. In 
factor for you is just how 


disturbing the experience will be, then this won’t be 
a problem. Sudden jumps aside, it’s a trope-soaked 
experience that celebrates horror more than it 


successfully exploits 


the workings of the genre. 


Most of the game 


is spent dual-wielding pistols, 


with torches attached to subtly help guide your aim. 
It feels cool, shooting is mostly accurate, and 


reloading is a breeze 


(shake the gun, or simply tap a 


button, and you’re loaded with ammo once more). 
It’s disappointing that the other guns on offer only 
appear now and again, and don’t last very long at 
that. There’s not even a post-game option to 


change the default weapons. 


Replay value leans 


instead on the much-touted 


‘alternate paths’ quirk. Each level has forks in the 


track allowing you to choose 
where to go. While one direction 
will offer a different area and set 
of enemies to the other, it’s not 
too long before the paths 
converge once more. 


PATH TENSE 


Still, the core experience is solid. 
Headshots in first-person VR are 
always a winner, you’ll be tested 
with enemies and targets at 
every distance, and it’s not just 
about shooting mindlessly. Some 
light puzzling is sprinkled 
throughout the journey, and the 
most hectic encounters demand 
that you prioritise targets in 
order to survive. 

Load times are oddly long for 
PS5 though, which even seems to 
bleed into the action. More than 
once, we find that the cart slows 


down in a largely empty space 
with nothing going on. We brace 
ourselves for a jump scare, and 
then... the cart speeds up again 
to take us to the next section. 
These moments feel more like 
poorly masked loading than 
carefully crafted false starts. 

A few unintentionally hilarious 
moments aside (hanging corpses 
kicking us in the head shouldn’t 
be funny, but good lord it is), 
Switchback is mostly a successful 
balance of an off-kilter, schlocky 
horror world with a smooth 
shooting experience. We 
would’ve liked to see the Dark 
Pictures source material drawn 
from a little more deeply, but 
what’s there has been done 
well. We’re just not sure how 
many times you’ll want to go 


= 
aA 


around the track. 


PLAY 


PLAY 


INFO FORMAT PS5 PRICE £15.99 
ETA Out now PUB Fellow Traveller 
DEV Jump Over The Age PLAYERS 1 


Citizen Sleeper 
Open your Eye 


ome days, it feels like you've 
S made a bad roll - a bunch of 

dice spill over to ones and 
twos, making you feel like you may 
as well just go back to bed. Citizen 
Sleeper captures that experience in 
a very literal way, swapping the 
mundane peril of realising you are 
out of milk for your cereal for the 
existential nightmare of having your 
very body obliterated by your 
corporate overlords. 

As a Sleeper, you've effectively 
had your human rights loopholed 
away by being transferred into a 
synthetic body. Smuggling yourself 
to space station the Eye, you must 
do your best to make a fresh start 
by navigating the lawless place, 
while juggling your dice-given action 
points day by day as well as 
maintaining your artificial body to 
keep those dice rolls healthy.’ You've 
got to balance earning money for 
both food and larger-scale upkeep 
with finding ways to circumvent the 
tracking baked into your hardware. 
With a narrative focus, this leads to 
you meeting plenty of engaging 
characters as you make your way 
through the Eye,” making (naturally) 
plenty of choices as you go. You can 
even delve into the station's digital 
network with its own unique events 
(many of which allow you to scoop 
up valuable data). 

It's a compelling loop for most of 
your playtime, as you always feel 
like you're trying to unspool a dense 
tangle of genuinely great character 
threads with not quite enough 
resources to do so. You're forced to 
make difficult choices about your 
priorities, thinking tactically about 
which events could benefit the most 
from high rolls and which you can 
make do on with lower ones. This 
unravels in the back half as the 
friction gives way and you can 
comfortably coast forever, 
taking out some of the 
bite for late-game events. 
Oscar Taylor-Kent 


7 


PLAY 


INFO FORMAT PSVR2 PRICE £11.99 
ETA Out now PUB Skybound Interactive, LLC 
DEV GoodbyeWorld Games PLAYERS 1 


Like you just want to jump up and 
down? 


Before Your Eyes 


Blink and youll miss tt 


0 you remember when, 

as a young ’un, you first 

declared ‘I want to be 

a...’° Where does that 
moment feature in the story of 
you? And who heard you? For 
protagonist Benjamin Brynn 
it’s his mum Elle, and their 
relationship is scored by the 
notes of the family piano. At 
the outset a familiar tale about 
parental expectations and 
legacy, it’s paired with a 
central mechanic that has to be 
seen to be believed. 


Ben’s life story is communicated 
via shrouded scenes’ that 
disappear whenever you blink. 
All interaction is mediated 
through your gaze, and try as 
you might to keep those peepers 
pried open, it’s only a matter of 
time before your fluttering 
eyelids close on the scene and 
send you into a new one. 

Many of these memories have 
more meat to them than your 


dry eyes will be able to see - at 
least, on the first feature-length 
blink-through’ — though you’re 
still unlikely to miss anything 
truly key. The mechanic delivers 
a sense of impermanence, and 
in VR, sans all other forms of 
controller-based input, it makes 
for a surprising feeling of 
vulnerability, despite the 
requirement to strap yourself 
into a bulky headset. 

It turns out you can cry quite 
comfortably while immersed in 
PSVR2. What begins as a tired 
tale about the life of a great 
artist satisfyingly dismantles 
itself mid-way through, taking 
pot shots at all-too-familiar 
false binary choices along the 
way. If the initial big twist 
doesn’t move you, the final 
emotional beat brings it all 
home and is bound to leave 
creatives of all stripes 
blinking back tears. 
Short but very sweet. 
Jess Kinghorn 


PLAY 


ieee, ‘ 
hat simply being alive wasn't enough 


REVIEW 


INFO FORMAT PS5, PS4 PRICE £12.99 
ETA Out now PUB Chorus Worldwide 
Games DEV Toge Productions PLAYERS 1 


oma 

Coffee Talk 
Episode 2: 
Hibiscus & 
Butterfly 


The coffee grind never stops 


ew characters, new drinks 
N and a new mechanic all add 

an extra splash of interest to 
this second serving of Coffee Talk. 
Returning characters and their 
continuing sub-stories increase the 
cosy, day-in-the-life feel, and they 
blend with the additions to keep 
things fresh — as do the hibiscus and 
butterfly pea drink bases that give 
the chapter its title. Though they are 
just an extra two starting points on 
the shelf, there's a surprising number 
of options to try as you discover all 56 
recipes, finding the perfect balance 
between ‘Warm’ and ‘Extra Warm,’ 
and seeing how often you can get 
away with serving simple espresso. ' 

The game reuses many assets 
from episode one, including 
character sprites and music, but as 
they were arguably already perfect, 
this is no bad thing. Both have also 
been expanded, with more outfits 
and a story-related album of 
pictures that you can collect by 
meeting certain criteria. 

In addition to making sure 
everyone gets the correct order, no 
matter how vague their request, you 
need to give items to customers 
from time to time. These are usually 
things given to you by other café 
regulars, and passing them along 
will affect which endings you get for 
each sub-story. These different 
outcomes and various in-game 
achievements give replayability to a 
game that’s already easy to come 
back to just for comfort.” 

If you enjoyed the original Coffee 
Talk, you'll enjoy this continuation 
too, perhaps even more. It builds on 


the first entry in a way 
that inspires hope for an 8 
PLAY 


Episode 3 down the line 
too. Max Williams 


FOOTNOTES 1 Five dice give you five actions at your 
most stable. The number decreases as your body 
deteriorates. 2 Fortunately scrolling is slick. 


FOOTNOTES 1 You're unable to move through or otherwise fully explore these scenes, but this makes the full tale 
feel far from lacking. You're where it’s important to be. 2 It’s not quite in the spirit of things for a first-time 
playthrough, but you can turn the central blink mechanic off to experience the scenes as they come. 


FOOTNOTES 1 Challenge mode provides an enjoyably 
stressful counterbalance to Story mode. 2 There's a 
surprisingly deep opportunity for trophy hunting. 


PLAY 075 


REVIEW 


Skew and Hoverbird’s 
bickering livens up JFC-1's 
otherwise oppressive and 
lonely setting. 


The Last Worker 


FORMAT PS5, 
PSVR2 


PRICE £19.99 


ETA Out now 
PUB Wired 
Productions 
DEV Oiffy, Wolf & 
Wood Interactive 
PLAYERS 1 
LENGTH 5 hrs 
ACCESSIBILITY VR 
comfort settings 
for turning and 
locomotion; 


subtitles; toggle or 
hold gun/ADS 


e deliver dreams.” So reads the 
corporate motto emblazoned inside 
mega-corporation Jiingle’s gigantic 
fulfilment centre (or JFC-1 for short), 
where employees are also romantically referred 
to as ‘explorers’. And that really should be 
singular, because in reality there’s just you, Kurt, 
a man who’s somehow avoided being replaced 
by robots. The actual work of locating and 
delivering packages of consumer junk feels 
absurd when outside the world is burning. 


Still, there’s a futuristic glamour to The Last 
Worker’s daily grind as you explore a warehouse on 
a floating pod, using a gravity gun to pick up and 
deliver packages. The menial labour has a methodical 
rhythm as you also have to check packages are 
correctly labelled in size and weight, as well as not 
damaged. Those that don’t pass muster have to be 
relabelled before they’re sent to recycling. 

While we find ourselves sucked into the 
mechanics of being a productive employee, Kurt’s 
routine is soon disrupted as something seems to be 
off about his co-bot Skew (a wonderfully sweary, 
Scouse-accented performance from Jason Isaacs). 
On top of that, a human-controlled drone going by 
the name of Hoverbird infiltrates JFC-1 in the hopes 
of persuading Kurt to help her resistance group 
bring down the end-stage capitalist regime. 


HUMAN AFTER ALL 


Soon, we start caring less about our job performance 
and more about clandestine shenanigans such as 


sneaking through air vents. We 
also unlock tools that let us hack 
panels with a colour-block- 
matching minigame, and an EMP 
for taking down patrolling 
sentinels. There’s a surprising 
variety to what you get up to, 
though we could have done with 
fewer stressful insta-fail stealth 
sections in the latter half. 


intuitive, as we find it more 
comfortable to default to using 
the analogue sticks like we would 
in any first-person game. 
Ultimately it’s the story that 
carries us, and it’s a pleasant 
surprise that what might have 
been a predictable polemic also 
offers cautionary critique of 
movements that can be as 


We start caring less about our 
job performance and more about 
clandestine shenanigans. 


While it plays well on a flat 
screen, it?s more immersive 
being able to look around the 
dystopian world. There’s also a 
wonderful tactility to using your 
gravity gun and changing its 
functions by attaching other 
parts placed around the pod. 
Movement using the in-game 
levers could perhaps feel more 


manipulative and unempathetic 
as the system they seek to 
overthrow. That’s not to say The 
Last Worker falls into a case of 
bothsidesism — of the three 
possible endings, it’s clear which 
one is intended as canon — but it 
serves to remind us of the 
humanity of its characters in this 


dehumanising future. 


PLAY 


PLAY 


Cosa 
O hours remain 


Manor Ist Floor 


IT ntervenable 
Damm niconmetert Detective 


Ability Details 
Trference 


Analyzation : 


Trspection 


Assistance 


Movement 


INFO 


FORMAT PS4 
PRICE £49.99 
ETA Out now 
PUB NIS America 
DEV Nippon Ichi 
Software 
PLAYERS 1 
LENGTH 15+ hrs 
ACCESSIBILITY 
Button mapping; 


text speed options; 
volume controls 


nr 1 lo, a endl fl aan a ~ rm r las 
SpuVeLy SIMPle NaMe 


ddball detectives come together to solve 
a grand mystery — a not-unusual setup 
for a death game. (Eat your heart out, 
Danganronpa.) Here, you follow Wato, a 
new member of the Detective Alliance, who’s 
given the unflattering alias of Incompetent 
Detective, as he and several other eccentric 
members of the organisation team up to try to 
get to the bottom of a string of grisly murders at 
the hands of the mysterious Quartering Duke. 


After gathering at the Alliance’s island HQ, another 
murder makes it clear that the killer is in their 
midst, adding extra pressure to their investigation. 
Plenty of secrets are uncovered, and blood spilled. 
Process Of Elimination is a decent visual novel 
with good scope for untimely demises and 
case-solving multiple choice sections as it is; on 
top of that there’s an extra grid-based strategy 
element that helps develop the concept of talented 
detectives who are good at their jobs but not at 
working together. While the game is mostly 
text-based narrative, there’s a decent number of 
investigation sequences to break up the reading. 


DANGER MAGNET 


These investigations see you taking into account 
each character’s specialities and unique stats, 
moving them across the boardgame-like map to 
find clues, break down events, analyse evidence, 
and even disarm the occasional trap. The Gourmet 
Detective, for instance, is a dab hand at detecting 
poisons. With a limited number of turns and your 


ff = = P| ae : 
Ora anmavwnoat c 
lor a somewnat S 


team makeup shifting due to 
who is or isn’t willing to listen to 
you — or is, you know, dead — it’s 
important to make the most of 
everyone’s strengths. It’s a 
well-rounded, tactical system 
that makes this murder mystery 
unlike any others. 

Part of its strength is that far 
more has been done to build up 


& A well-rounded, tactical 
investigation system makes this 
mystery unlike any others. 


the characters and story than 
expected or even necessary, 
resulting in a strong and likeable 
cast of detectives who are much 
more nuanced than their 
gimmicky codenames and outfits 
suggest. The unlockable keywords 
and Residual Thought items flesh 
out past cases and give a peek 
into characters’ perspectives to 


PS4 REVIEW 


Wato’s codename isn’t 
as cool as Mystic 
Detective, but at least 
it’s not Dead Detective. 


game 


paint a better picture of the 
Alliance’s work and members, as 
well as being an extra objective 
in investigation sections. They’re 
also as incentive to play through 
a second time, as some can only 
be unlocked after you’ve cleared 
the game once. 

The twists and turns of the 
story are pulled off in a way that 


ensures you’ ll be surprised with 
how everything ties together or 
ultimately plays out, even if you 
figure some things out ahead of 
time. With the strong narrative 
and gratifying grid-based action 
topped off with lovely character 
designs and a catchy soundtrack, 
Process Of Elimination is a 


rs\. 
= 


Comes in swinging and establishes both a 
narrative universe and unique style of 
detective activity that shine alone but make an 
almost dazzling combination. Max Williams 


solid all-rounder. 


PLAY 


PLAY 077 


NN 


Your ship's Pulse‘Brive 


colours. 


lets you cover huge 
dtanceb que 
ile enjoying some 
pre " 
>» 


. ™ arivein 
space station » A’ivé 


© a IN: 0:39 Nuclear Planet 


§ Gamma Roo 
© Copper 


Pulse Engine Active 


99% 


/ 


No Man's Sk 


You should make space In your collection for this star 


ou know what they say: in space, nobody 

can hear you scream ‘Oh my god, this is 

amazing!’ Okay, while your reaction to 

this PSVR2 version of the popular space 
explorathon might not be quite that extreme, a 
combination of PSVR2’s crystal-clear display, 
ultra-reliable Sense controllers, and yet more 
free updates from Hello Games make this 
impressive indeed. A whole universe squeezed 
inside Sony’s new VR headset! 


That’s not the exaggeration it may seem. For the 
benefit of the unaware, No Man’s Sky offers an 
essentially endless supply of unique planets 
thanks to procedural generation and, we assume, 
demonic magic. Any unique discovery you make - 
creature, plant, entire world, whatever — can be 
named and/or shared with the community for 
somebody else to stumble upon (with you given 
credit for the discovery, of course). 

Although the game first launched back in 2016, 
with much less content and no sign of any 
intention to add VR play, today it could easily be 
mistaken for an ambitious PSVR2 exclusive. 
Piloting your ship, for example, is a literal 
hands-on experience. Grabbing the thruster with 
your left hand and a joystick with your right 
(which holds the trigger for your weapons too), 
flying requires a little skill. You can also have a 
look around your spaceship’s cockpit, which, while 


INFO 


FORMAT PS5, PS4, 
PSVR2 (reviewed), 
PSVR 

PRICE £39.99 

ETA Out now 


PUB Sony, Hello 
Games 

DEV Hello Games 
PLAYERS 1-4 
LENGTH N/A 
ACCESSIBILITY 
Adjustable VR HUD 
distance, haptic 
feedback strength, 
and control 
sensitivity; 
movement and 
turning mode 
options; multiple 
difficulty 
adjustments; 
colourblind map 
settings 


not actually serving any useful 
function, is a nice touch. 


HOT SHIP 


Wandering around a planet’s 
surface is a joy. Thanks to the 
procedural generation, weird 
and wonderful lifeforms abound, 
and if you lift your head to look 
at the sky you might spot small 
craft zooming overhead or 
strange flying creatures far out 
of reach. The dreamy pastel 
colouring and bold art design is 
often reminiscent of 1950s 
science-fiction art; a book cover 
that you can explore. 

As for the aim of the game, 
that is essentially down to you. 
There is a story to follow. 
Beginning with a mysterious 
distress signal, you’re taken on 
a journey from galaxy to galaxy 


on a rescue mission. You can 
ignore this aspect of the game 
completely, if you want. It’s very 
easy to do so; there’s just so 
much else to do. 
There’s base building. There’s 
trade. There’s multiplayer. 
There’s the ability to build up 
your own squadron of fighters 
that you can summon at will. 
You can expand your knowledge 
of alien languages. You can 
upgrade your suit, and your 
ship, and your mining laser, 
and... there’s so much more! 
But most importantly, No Man’s 
Sky now offers player choice ina 
truly meaningful way. Some of 
the game’s fundamentals can be 
tweaked in ways that change 
things significantly. The base 
experience, for example, 
involves mining materials. 


& Dreamy pastel colouring and 
bold design is often reminiscent of 
1950s science-fiction art. W 


078 PLAY 


PSVR2 REVIEW 


THE PLAYBOOK 


WHAT YOU DO IN: NO MAN’S SKY 


25% Exploring a 
new planet, and 
putting bits of it 
in your pocket. 


Chatting to 
odd-looking but 
friendly aliens on 
planets and 
space stations. 


40% 


8% Finding 


something Discovering 
weird and something new, 2% Wondering 
thinking What thinking about giving why you can only 


the hell is that?’ learn one alien 


word at a time. 


‘Threaten them 


ita silly name. 


Fighting space ———o 
pirates in your ship, 
feeling like an 
intergalactic hero. 


THE PSVR2 DIFFERENCE 


Ye 
y™~ 


MISSION INFO. 


aca) a Ne HEADSET HAPTICS 


SENSE CONTROLLER 
Change Ext Seting : When entering a planet's You reach to your helmet to 
perunn a a atmosphere in your ship, the switch its scanner on and off, 


Bi Aliens you meet 
face-to-face won't attack 
you, but they're up fora 
chat. [J The Space 
Anomaly is a hub offering 
missions, and a place to 
meet other players. 

Ell You're ours now! We 
shudder to think how big 
the poo bags need to be. 


Builds, repairs, fuel, upgrades — 
almost everything you need to 
survive requires materials. This 
can make things a significant 
grind at times, especially when 
you’re struggling to find a 
planet with the right minerals. 
If you like that kind of thing, 
great. If you don’t... 


PLANET OUT 


Want infinite resources? Infinite 
money? Go ahead. Want to turn 
combat encounter frequency 
down (or up), or off entirely? 
You can do that. Not a fan of 
having to worry about planets 
with extreme temperatures or 
dangerous levels of radiation? 
Make yourself invulnerable, why 
not? All this and more can be 
switched on or off at any time. 
No Man’s Sky is your game. This 
lets you concentrate on your 


favourite parts of the 
experience. We like adopting 
creatures that we find, for 
example, getting a good look at 
them up close. If your new best 
friend is big enough, you can 
even ride it. It’s slightly 
disappointing that your hands 
sort of float above the beast’s 
head rather than holding on, but 
you can’t have everything. 

Over time, we must admit, 
the wonder begins to dull. First 
you’ve met every intelligent 
alien race; then planet and 
creature designs start to show 
more repetition than they did 
before; then the lack of direction 
begins to be felt a little more 
keenly. Nonetheless, every time 
you pull on your headset, you 
know that you can’t be 
completely sure what you’re 
going to see or do today. 


Nothing else on PSVR2 matches this for 34 
ambition and player freedom. Just don’t 

expect a carefully curated experience or 
you'll be disappointed. Luke Kemp 


PLAY 


headset gently rumbles until you 
reach the surface. 


and aiming during scans or in 
combat is smooth and intuitive. 


HOW TO... GET A FREE FREIGHTER 


On your travels through 
space, you may finda 
freighter under attack 
from several ships. Rush 
in to help, and success 
will result in the captain 
offering you his beast of a 
ship for free. Feel free to 
decline the offer; the next 
freighter you find will 
almost certainly be 
better quality. 


ALSO ON PLAYSTATION 5 


Of course, No Man's Sky remains 
available as a 2D game as well. The 
experience is fundamentally the 
same, and the staggering amount of 
free content added since launch Is 
there whether you're playing in VR or 
not. Piloting your ship Is slightly 
easier, but the immersion that PSVR2 
offers simply isn't there. 


TROPHY CABINET 


BRONZE 
Scan creatures, and 
this will pop for 
‘Naturalist’ in Planet 
Zoology Scanned. 


SILVER 
Reach the centre of 
the galaxy in 
permadeath mode. 
Only a silver? Come on! 


GOLD 
Keep learning alien 
words, and you'll 
unlock the Babelfish 
milestone - and this. 


PLAY 


079 


The chainsaw is fun, 
but slightly awkward 
to use, especially 
when you're in a hurry. 


The Walking Dead: Saints 
& Sinners Chapter 2 - 
Retribution 


Bugs and glitches are par for the corpse 


t times, this one’s code seems to be 


falling apart like a rotting 


corpse, which 


is appropriate, if nothing else. Even if 

we were to ignore the technical issues, 
however, we’d still be left with a deeply flawed 
experience. This game can be (and sometimes is) 
brilliant; but it’s also at war with itself... and you. 


Retribution begins moments after t 


Sinners, therefore, you won’t know 
is, what they’re doing, or why. The 


you did play the first game, you pro 


first game. If you didn’t play the ori 


he end of the 
ginal Saints & 
who anybody 
paper-thin plot 


means that this isn’t much of an issue, at least. If 


bably did so on 


PSVR1 (if you missed it, it has just been ported to 
the new hardware). The Sense controllers are light 


years ahead of Move when it comes 


to accuracy, but 


some of the tracking baked into the game remains 
dodgy. We lose count of the number of times we 


drop something over our shoulder t 


© store in the 


atiE THAN 
18 


FORMAT PSVR2 
PRICE £32.99 
ETA Out now 
PUB Skydance 
Interactive 

DEV Skydance 
Interactive, 
Skybound 
Entertainment, 
Skydance 
Productions 
PLAYERS 1 
LENGTH 15-20 hrs 


backpack, only to hear a ‘clunk’ 
as it hits the ground. 

The tasks you’re given almost 
always follow the same formula: 
travel to an area, find someone 
or something, find someone or 
something else, then reach an 
exit point without dying. The 
twist, of course, is that locations 
are filled with the undead and/or 
living enemies. Weapons have 
limited durability, and noise will 
attract attention. There’s lots of 
creeping around, changing plans 
on the fly, and deciding how to 
spend resources at your base. 


WALKER THIS WAY 


Zombies are the most common 
enemies, and there are plenty of 


ways to deal with them. Flares 
and noise can be used as 
temporary distractions, but if 
you have to fight, you have 
options. Melee weapons are 
often best, and handle 
differently. Some blades will 
slide in and out of an undead 
skull better than others, while 
two-handed weapons will 
always need yanking out after a 
kill. The bow is an excellent 
stealth option if you have good 
aim, and guns are effective, but 
their noise and the scarcity of 
ammo means they should 
usually be a last resort. 
At its best moments, 
Retribution is superb. Turning a 
corner to find an unexpected 
herd of undead can induce panic 
and surprise, and force a new 
strategy. Creeping through the 
dark with a torch can be tense, 
while surviving a fight against a 
large group of zombies against 
all odds is a thrill. But. 


PLAY 


There are friendly 
characters, but most 
people just want to use 
you for target practice. 

You can only craft at 
your base, so choose 
what you make carefully. 

The SAP gloves let you 
literally punch zombies 
in the face. That's fun! 


We’ve encountered so many 
technical issues, big and small, 
we don’t have space to list them 
all. We’d sometimes go an hour 
or two with everything running 
perfectly, but then something 
happened. Once, we had to redo 
an entire mission because 
dialogue had been triggered out 
of sequence. Another time, a 
human enemy ran past, stopped 
briefly to look us straight in the 
eye, then continued running like 
a spooked deer. More than once, 
we had trouble getting the game 
to load at all. 


DEAD WRONG 


In the unlikely event that every 
single bug is squashed by the 
time you read this, design 
problems remain. With one 
notable exception, the game 
only saves when you arrive at a 


new location. We understand 


why — it adds extra weight and 
consequence to the survival 
element - but dying 45 minutes 
into a mission shatters the 
atmosphere rather than 
reinforcing it, when your only 
options are to lose all your 
progress or speedrun the level 
to where you died in order to 
retrieve your backpack. 

Zombie spawns sometimes 
break the atmosphere too, when 
a new bunch is blatantly 
dropped into an area that you’ve 
just cleared. Why bother 
creating a safe route when the 
game might throw it into the 
bin without warning? That 
sums Retribution up quite well, 
sadly; there’s never any 
guarantee that the effort you’re 
putting in will be rewarded with 


2s 


any kind of progress. 


PLAY 


REVIEW 


THE PLAYBOOK 


WHAT YOU 


14% Sighing deeply 
at the latest bug or 
glitch that you've 
stumbled into. 


10% Filling 
your backpack 
with rubbish 
to recycle at 
your base. 


Killing fellow 
humans. Oh, why can’t 
we all just get along? 


THE 


Graphics are improved from the 
Quest 2 version, and some great 
use of lighting really helps 
strengthen the immersion. 


HOW TO... 


DO IN: 

Killing 
zombies in 
interesting and 
satisfying ways, 
usually with 
something 

Sneaking around, sharp. 

avoiding becoming 6% Getting 

another face in the annoyed at how 

undead crowd. quickly your 
maximum 
stamina is 
reduced by 
running. 
DIFFERENCE 


STATPACK 


_fD 


The Sense controllers easily 
match the demands of a very 
hands-on game, with the 
benefit of haptic feedback. 


Everything breaks 
eventually, but we have 
two tips for maintaining 
weapon durability. First, 
one-handed guns can be 
used to bash a zombie’s 
head in a few hits with no 
impact on their durability; 
and second, arrows can 
be used as melee 
weapons. But be sure to 
use the pointy end! 


IS IT BETTER THAN? 


Telltale’s TWD 
captures the spirit of 
the comics and the 
show better, with far 
superior writing. 


Asmoother 
experience than 
Arizona Sunshine, and 
the atmosphere is 
better than it too. 


While sharing some of 
the same problems, 
the original is a more 

stable, noticeably 
tighter experience. 


PLAY 


REVIEW 


FORMAT PS5 (reviewed), PS4 
INFO PRICE £29.99 ETA Out now 
PUB Ichigoichie DEV Ichigoichie PLAYERS 1 


D 


Backbeat 
Think that funky flow 


lockbuster is still a thriving 
Be store that will never, 

ever go bankrupt,' tie-dye is in, 
and the sound of grunge is all over 
the radio. Radical, isn’t it? Engaging 
in the music of the time, this '90s-set 
game tours you through a 
satisfyingly retro roadshow as you 
puzzle your way to the Battle Of The 
Bands, gaining fans along the way. 

Part XCOM, part Sokoban, 
Backbeat sees you travelling 
through over 40 strategically- 
minded puzzle maps as your group 
goes from ragtag friends starting a 
funk band in their garage to the 
biggest stage in town. Each 
character moves differently based 
on their instrument: the brash 
drummer marches ever onwards, 
for example, while the under-the- 
radar bass player sneaks into 
position. Instrument-specific special 
moves bring your performances to 
a crescendo, with your saxophone 
star blowing obstacles away and 
your keytar player sliding past 
guards. These mechanics come 
together as a melodic symphony 
you play with your fly friends 
gunning for the big time. 

The freedom to pause on the beat 
and diverge from the path turns 
what at first looks like a simple 
A-to-B puzzler into a rhythmically 
complex, thoughtful experience with 
a surprising amount of replayability. 
No map has only one solution, and 
each has its own dynamic musical 
sound, offering ample reason to turn 
up the volume to 11 for a new path. 

This, along with the totally 
awesome dedication to replicating 
the ‘90s, right down to its VHS- 
styled nostalgic aesthetic,? and a 
story with soul and characters 
surprisingly reflective of the period, 
is key to elevating this game from 
an also-ran puzzler to a must-play 
for the rhythmically 
inclined. Pick up a 8 
controller and let's jam! 


Alicia Haddick PLAY 


INFO FORMAT PS5, PSVR2 PRICE £24.99 
ETA Out now PUB Cosmo Machia 
DEV Cosmo Machia PLAYERS 1 


n 202X 


Baby youre a firework 


ven before this PS2 
launch title was revived, 
its pyrotechnic twist on 
match-three puzzling 
had resurfaced by way of the 
PlayStation Plus Premium 
Classics library last year. But if 
you’ve revisited it via that 
service recently, you’ll have 
very little reason to splash out 
on what’s essentially the same 
experience in HD but pricier, 
and without any multiplayer.’ 


While long-running puzzlers 
like Tetris and Puyo Puyo have 
found ways to iterate on their 
timeless mechanics, Fantavision 
202X is quite content to do its 
thing over and over again. 
Across eight levels you chain 
together three or more of the 
same coloured flares in order to 
detonate them. Capturing 
multicoloured flares, meanwhile, 
enables you to change colours to 
make longer chains, resulting in 
some extraordinary light shows. 


Take too long, on the other 
hand, and missing flares causes 
your energy gauge to deplete. 
Not that you should worry 
because even Hard mode is more 
about spectacle than challenge.* 
Played in VR, the game is even 
more dazzling as you’re bathed 
in this shower of light and 
colour from all sides. Note also 
that it’s much easier capturing 
flares with the Sense controllers 
than the standard circular 
cursor. That said, we don’t have 
much of a strategy beyond 
trying to make everything pop. 
While the old-school charm 
remains, from the pleasing 
voiceover announcing your 
achievements to the random 
live-action skits starring a 
couple of bemused kids, it’s a 
rather short-lived and shallow 
affair - especially when you 
could just replay the 
fireworks level in the 6 
superior Tetris Effect 
instead. Alan Wen 


PLAY 


INFO FORMAT PSS, PS4 PRICE £19.99 
ETA Out now PUB Bedtime Digital 
Games DEV Bedtime Digital Games PLAYERS 1-2 


a 


“1% 


Figment 2: 
Creed Valley 


Singsong psychotherapy 


ou may never see the owner 
Y: ‘The Mind’ you explore here 

but you can be sure they've 
got the mother of all headaches. 
Playing as Dusty, the manifestation 
of courage, you gallivant about this 
poor soul's psyche, fighting 
nightmares and shifting between 
different mental states, all to the 
rhythm of some seriously energetic 
song and dance numbers. 

It's all in a good cause, though. 
As Dusty, your job is to restore The 
Mind’s moral compass after it’s 
been shattered by Nightmares, 
represented as colourful villains 
happy to taunt you in the midst of 
battle with their own original theme 
songs. In between these boss fights 
sits a diverse medley of puzzling, 
combat, and exploration across a 
painterly, Escher-like analogy for 
the human brain, rich in colour and 
littered with quirky characters. 

This world, along with a brilliantly 
upbeat soundtrack, does much of 
the heavy lifting. Combat remains 
fairly straightforward, with your 
toolkit limited to sword swings and 
dodge rolls for the majority of the 
five-hour campaign. The puzzle 
design is a little better, particularly 
when centred on the mental states 
mechanic, which allows Dusty to 
alter the environment and progress 
through the world by switching 
between states of open or 
closed-mindedness’ via totems 
found across each level. 

When leaning into its strengths 
as a mind-bending musical puzzler, 
Bedtime Digital's sequel proves 
there's still plenty of joy to be 
squeezed from Figment’s storybook 
charm and psychedelic conceit, 
particularly if you've got a friend to 
join you for local co-op.’ Just 
prepare to have its many 
earworms stuck wriggling 
in your own lugholes long 
after. Alex Avard 


FOOTNOTES 1 Remember renting videos from an 
actual store? We do. 2 This extends to throwback web 
design for Backbeat's page on the developer's site. 


FOOTNOTES 1 You can, however, use each Sense controller as a pointer, which can make capturing flares more 
intuitive, and there's the option for haptic feedback when they detonate, allowing you to feel the fireworks. 
2 Although it will probably take you a few attempts to top Hard mode’s high score of 20,000,000 points. 


FOOTNOTES 1 NPCs offer different dialogue lines 
depending on which mental state is active. 2 Player 
two controls Piper, Dust’s avian companion. 


os2 PLAY 


PSS REVIEW 


‘Clash: Artifacts Of Chaos 


\ This weird fantasy brawler Is gorgeous - that’s an arty-fact 


INFO 


FORMAT PS5, PS4 
PRICE £24.99 

ETA Out now 

PUB Nacon 

DEV ACE Team 
PLAYERS 1-2 
LENGTH 5 hrs 


ACCESSIBILITY 
Basic subtitle 
options 


hat a joy it is to return to the world of 

Zenozoik. It’s been ten years since 

developer ACE Team let us visit its 

singularly strange fantasy world in 
Zeno Clash 2, and while Clash: Artifacts Of Chaos 
is another brawler, a fair bit has changed since 
then. The psychedelic landscapes are now 
rendered in an artsy pencil-sketch style that is a 
wonderful complement to art direction that has 
always been the studio’s strength. 


You now get to see the world in third person 
(though first-person sequences do exist too, as a 
nod to all that came before) in the shoes of Pseudo, 
a thumb of a humanoid with a welcomely 
forthright approach to life, who decides to help out 
the Boy, an orphaned bird-child with a mysterious 
power coveted by the forces of the land. It’s not an 
original setup but the simple premise helps when 
your world is as odd as Zenozoik. Every NPC is a 
bespoke creature, every landscape a collage of 
opsided structures and radioactive flora. It’s not 
just the graphical style that’s changed; the world 
itself is no longer a lawless place but governed by 
‘the One Law’, which basically says that even 
though might still makes right, there ought to be 
some rules for those fights. 


ONE LAW TO RULE THE BRAWL 

As you explore the twisting, semi-open world and 
encounter foes, you have the choice to invoke the 
One Law to initiate a pre-fight dice game. The 
victor can then utilise the titular artefacts for 


benefits in the duel itself. It’s a 
simple thing but with a handful 
of tools to affect the dice, turning 
it into something of a rock- 
Paper-scissors game, this is a 
match for The Witcher’s Gwent 
as a Surprisingly compelling 
minigame. Moreover, it’s a cool 
demonstration of how this world 
has evolved. 


that gives fights a weird, 
trance-like air. 
Exploration means lots of 
optional fights, gear to find, and 
moves to unlock from mini- 
bosses, which is rewarding but 
it’s ashame the game’s world 
can often times be a little 
disorientating with few 
landmarks to anchor you in its 


a Every NPC is a bespoke 
creature, every landscape a 
collage of lopsided structures. 


The fights, too, have evolved, 
with Pseudo’s third-person 
fighting a bit more in line with 
that of smooth action titles like 
Sifu, adding a real wallop to 
punches. ACE Team has not lost 
its knack for designing satisfying 
beatdowns, and the score’s 
fantastic, combining drums with 
hypnotic, electronic melodies, 


landscapes. This is exacerbated 
once Pseudo’s able to use sleep 
to astrally project, meaning you 
can overcome different objectives 
as his night-time golem. Add 
that to punishing fights where 
death sends you back to the last 
campsite you visited, and the 
time between fights can 
occasionally feel chore-like. 


Despite awkward exploration, it is wonderful 
to play something as wilfully odd as this. If 
you're craving something different, don’t miss 
this return trip to Zenozoik. Samantha Greer 


PLAY 


PLAY 083 


Arriving days after this 
multiple murder, Holmes 
has some catching up to do, 


Sherlock Holmes: 
The Awakened 


Can you solve the unknowable’? 


emakes come easily to the great detective, 

who’s been interpreted across media in a 

myriad different ways. This reimagining 

of Frogwares’ cosmic-horror-tinged 
mystery recasts the tale, previously one late in 
Holmes and Watson’s partnership, as their first 
proper adventure, and it’s a thrilling one at that, 
if not a perfect mystery-’em-up. 


The Awakened is, at times, scattershot, but more 
often than not its ability to deftly shift modes of 
play is a strength. Holmes’ case pits the logical 
ponderer against a cult whose practices make little 
sense, and while he and Watson solve more than a 
few murders, their globetrotting journey also sees 
them avoiding alligators in a New Orleans bayou, 
infiltrating a corrupt mental institution, wrangling 
ancient lighthouse machinery in the midst of a 
storm, and more. Tense set-pieces make this feel 
ike a lower-budget Uncharted romp, without 
needing combat — a feat in its own right. 


MY DEAR WATSON 


Alex Jordan’s youthful, sardonic Holmes is as 
much a pleasure to play as as he was in Chapter 


SHERLOCK HOLMES 
Ee ‘| eg g 


4 


FORMAT PS5, PS4 
PRICE £32.99 

ETA Out now 

PUB Frogwares 
DEV Frogwares 
PLAYERS 1 
LENGTH 8-9 hrs 


ACCESSIBILITY 
Customisable 
difficulty modes; 
skippable 
lockpicking; 
subtitles 


One (which The Awakened is 
now a sequel to). As the story 
progresses, he sounds believably 
more haggard, matched by some 
great visuals that really sell how 
soul-wearying matching wits 
with the unknowable is. 

Andrew Wincott’s Watson is a 
marvellous partner. Less 
bumbling than past iterations, 
Watson’s able to spar with 
Holmes thanks to a combination 
of practical experience and the 
confidence to call him out. You 
even play as him in brief 
sections when he must 
investigate while Holmes is 
preoccupied or use his medical 
knowledge to identify toxins. 

Holmes will need Watson to 
ground him, too, as the murders 
and kidnappings they follow 
have a bizarre edge and some 
gruesome sights. Unsettled by 
some of the evidence, Holmes 


sometimes ends up in dream- 
like sequences. While they 
sound odd on paper, they’re 
slight enough to be effective, 
and task you with some 
interesting traversal logic (or 
perhaps, illogic) puzzles. 


PIPE PROBLEMS 


Otherwise, most of the puzzle 
solving is business as usual for 
anyone familiar with Frogwares’ 
last few detective games. At 
crime scenes you hoover up 
evidence, profile witnesses, 

iece together a sequence of 
vents using your imagination, 
nd combine chunks of logic in 
our Mind Palace to make 
eductions. While your goal is 
ten to find out where the next 
ep of the journey leads, there’s 
sually some closure to be had 

t each location. While there’s 
no open world like in the last 


Qu 


noax w» 


a 


oc 


084 PLAY 


@ wove @ rotate @ (nolo) inspect @ exit 


Take a closer look at 
anything unusual to spot 
more details. 

London’s foggy, rainy 
streets are a joy to 
explore in the opening 
acts. JE Holmes and 
Watson work well 
together in this 
bromance origin story. 


couple of games, hub-like areas 
still provide room to explore. 

There’s less guidance than in 
past iterations, giving you more 
room to apply your own theories 
(often you need to combine 
three or more clues), with just 
enough cushioning to enable 
you to brute-force a solution if 
you want. Investigation’s 
presented within the best UI to 
date, making trawling through 
evidence easier to do than ever. 

Yet despite that, friction is 
almost a little lacking compared 
to the original (which, 
perversely, could be too picky), 
the linear nature here making 
some parts feel slightly too 
straightforward. Moments like 
the New Orleans manor, a huge 
house of locked rooms and 
multiple murders, are standouts 
as far as mysteries go. Side- 


quests in each hub offer some 
needed variety, but annoyingly 
most are DLC (and drop off 
about halfway through anyway). 
Despite all that, even when 
it’s following a fixed path this 
revamped The Awakening is 
often gripping in new and 
exciting ways, achieving a more 
chilling tone than the original 
release (largely thanks to how 
much has been reimagined). 
More narrative-focussed, it isn’t 
a non-stop succession of 
mysteries — those are just one 
part of this off-kilter romp 
that’s constantly working to 
build mounting dread, and make 
you feel like your investigation 
is taking you to the bounds of 
logic and reason, like when 
you’ve no choice but to 
cross-examine a talking puppet. 
Improbable but not impossible. 


fs 


PLAY 


°S5 REVIEW 


THE PLAYBOOK 


WHAT YOU DO IN: 


16% Soaking in the Enraptured 
varied, gorgeous by Holmes’ and 
visuals, from the Watson's 
rainy to the muggy. chemistry. 
13% Feeling +U /0 ro 
great when you Rolling up every j 
combine the . 2% Shootin 
Hahtelues.an nearby clue likea , 9 
grt F (with a blowdart 
the first try. mystery katamari. you carefully 
. constructed from 
Playing dress —° nearby objects). 


up as you unlock 
ever more outfits 
for the duo. 


HOW TO... RE 


LOVING/ 


WATSON YOUR MIND? 
Sections where you play as 
Watson offer a nice change of pace 
(though he plays in much the same 
way as Holmes). 


Tap ap and Holmes uses 
his imagination to pick 
out details and recreate a 
sequence of events. Each 
crime will have a series 
of fixed points where you 
can alter the scene, 
getting more options as 
you collect more clues 
and data. Hold ® and 
it'll all play out... if you 
got it correct. 


STATPACK 


TROPHY CABINET 


SRONZ 
Help out the local 
bookseller’s love life 


RAIN F00 


sy) 4 
x : ty, SN eS 
& $ q 


Be ananimal meal by 


WTHE s, 
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Bean animal pal, and 


in the tutorial and you 
too will gain. 


not paying attention 
while you're poking 
around the swamp. 


assist the injured 
horse you come upon. 
Why wouldn't you? 


PLAY 


espite being the 24th game in the 
alchemy-centric RPG series, and 
wrapping up a trilogy of adventures, 
Atelier Ryza 3 is far from playing things 
safe. With an open world scope, it’s a big, mostly 
successful, shift in direction for Atelier. 


Series vets may remember this isn’t the first time 
Atelier has ditched zone-based maps in favour of 
an open world — Atelier Firis did the same in 2016, 
and wasn’t met with a great deal of praise. Ryza’s 
journey fares much better thanks to the way the 
maps feel designed to empower you and constantly 
push you forward. There’s plenty of variation 
between the regions of the four large worlds, you 
can use fast travel to jump around, and the way 
side-quests have spilled out to be all over the place 
means the shift in scope is never a hindrance. 
Having a whole region at your fingertips makes 
sense for this RPG, as performing alchemy is core 


INFO 


FORMAT PS5 
(reviewed), PS4 


PRICE £49.99 
ETA Out now 
PUB Koei Tecmo 
DEV Gust 
PLAYERS 1 
LENGTH 30+ hrs 


ACCESSIBILITY 
Difficulty modes; 
sprint toggle; 


adjustable cursor; 


alchemy assists; 
subtitles (small) 


Of The End & The 
ecret Ke 


\ A well-crafted conclusion to the trilogy 


to the story, both for conjuring 
up quest items and formulating 
your own gear, whether that’s 
new weapons or healing beans. 
To do that, you need materials, 
which are scattered all over the 
land. What you gather can vary 
depending on the tool you’re 
using, from sickle to hammer. 
Monsters, too, drop ingredients 
after you bonk them on the 
head. Tracking ingredients 
makes things easy... once you 
wrangle the often-arcane UI. 
Likewise, the skill tree is a mess 
to use; vital recipe unlocks are 
often buried deep, with no way 
to check nodes in advance. 

But when you’re in the zone, 
chasing the allure of ever-better 


creations, there’s a real thrill to 
using your growing skills to 
improve your items as opposed 
to buying them from a shop. 
While the alchemy system is 
much the same as in Ryza’s 
previous outings, this entry’s 
titular secret keys can enhance 
it. By attuning to the world 
around her, from stunned 
monsters to landmarks, Ryza’s 
able to create keys that can 
unlock the code of the universe 
and shift the odds in her favour. 


KEY FEATURES 


It’s less exciting than it sounds. 
The keys can boost your abilities 
in battle, unlock special doors 
nd supply points in the field, 
and increase some parameters 
while mixing recipes. You’ ll 
probably forget you have them 
until you hit a particularly tricky 
fight or a barrier you want to get 
through (and then forget how to 
get the exact type of key you 
need, which is partially 
randomised). They manage both 
to be too much of a hassle to use 
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Adventure Effect 


Pristine Key 


Pristine Key 9 ©) 


8 Pe Hi With a big party, Ryza 
3s quite the send-off. 

Damage an enemy 
and use an empty key to 
suck out its energy. 
Maps are huge but 
easy to explore, and 
include remade versions 
of most of the first 
game's zones. 


and offer (for most of the game) 
too slight a boost to be worth 
bothering with. 


NEW RECIPE 


It’s a shame, as besides the keys 
this recipe is a bit too familiar 
and spread too thinly across the 
open world. Gathering spots 
don’t offer a lot of immediate 
variety (they lack the extra 
options in predecessor Sophie 2, 
which has a lot more variety to 
its gathering), and enemies 
verge on being pointless outside 
of fixed encounters and the odd 
random quest that’ll suddenly 
appear to boost the rewards for 
slaying a nearby enemy. 

Combat is the same real-time 
system as in the rest of the 
subseries, seeing you chaining 
together combos and tagging in 
your friends. It’s fun the first few 


A: 
| 
. 


times, but having to build that 
momentum in every fight means 
basic encounters can drag. 

With that said, heaps of 
quests make exploring the large 
maps worthwhile, even if you’re 
doing it to spend more time 
with your party members. There 
are some new faces, but you’ve 
also got the chance to build on 
Ryza’s long-time friendships. 
Each region even has its own 
substantial World Quest chain 
with a story outside the core 
missions you’re completing. 

While it might not be perfect, 
it’s impressive that Atelier still 
manages to excite and surprise 
us after all this time. Confining 
the action to big open worlds 
(no dull dungeons) is mostly 
successful; if only the alchemy 
and combat had received the 
same ambitious overhaul. 
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25% Making sure Taking every 

you synthesise your opportunity to 

creations just so. hang out with 

0 your pals and 
. 2 7 fe learn more 

8% Cackling as 0 about them. 

you obliterate ; 

your foes with Jogging around, . 

a hand: stuffing mushrooms 5% Reducing 

crafted bomb. and monster goo lan a ely 
H materials to 
into your pockets. delicious 

Feeling even ————o alchemy gems. 


basic fights dragging 
on too long. 


nu) 


BOS BRUNNEN 
Rival in the first game, 
ally in the second, Bos 

joins the party asa 

full-fledged friend. 


FEDERICA 
LAMBERTI 
She meets the team 
while organising a city 
crafting festival. 
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Huge maps to explore 
(unusual for Atelier). 
Half of one of them 
is made up of areas 
from the first game | friendships. Only three 
reimagined, which fight at once, with two 

is neat. in support roles. 


Party members, 
giving you the chance 
to make new pals 
and deepen old 


FRIENDS & ENEMIES 


DIAN FARRELL 
This excellent fighter’s 
people live among the 
ruins of an ancient yet 
high-tech civilisation. 


The highest crafting 
quality you can reach, 
though achieving that 
high standard 
requires many 
upgrades and only the 
best materials. 


HOW TO... MASTER CRAFTING 


Matching the correct 
element materials with 
the appropriate slots 
nets bonuses, but you'll 
want to save high-quality 
goods for when you need 
them. Keys can boost this. 
Unlock Item Rebuilding 
from the top of the skill 
tree and you can spend 
alchemy gems to boost 
ready-made items. 


IS IT BETTER THAN? 


Firis’ attempt to go 
open world didn’t play 
to series strengths, 
feeling empty and 
forcing backtracking. 


The shift to an open world mostly works, 7 
though the rest can feel a little lacking 

compared to other entries. But the cosy 
questing will hook you. Oscar Taylor-Kent 
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It's close, but Sophie 
2's alchemy loop ends 
up more playful, even 
if Ryza 3's zones are 
more impressive. 


More city builder 
spin-off than sequel, 
Nelke’s shake-up of 
Atelier doesn’t work 

as wellas Ryza 3. 
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REVIEW 


Not pictured: any 
masks, of the Lunar 
Eclipse or otherwise. 


Project Zero: Mask Of The 


Lunar Eclipse 


MOQeLSU | Le IS SDO IW FFIOTe TT) 


he Project Zero series is playing catch up, 
with the fourth entry now available in the 
West for the first time. Unfortunately, 
Mask Of The Lunar Eclipse seems to have 
come a little too late. It’s unlikely that being 
released after the much stronger Maiden Of 
Black Water is entirely to blame for how this 
game falls flat, but it doesn’t do it any favours. 


FORMAT PS5, PS4 
PRICE £39.99 

ETA Out now 

PUB Koei Tecmo 
DEV Koei Tecmo 


Mask Of The Lunar Eclipse lacks some of the usual 
Project Zero essence. In it, a girl named Ruka and 

her four friends are drawn back to a shifty hospital 
on the island they used to live on, where they were 


PLAYERS 1 also involved in a mysterious incident none of them 

LENGTH 10+ hrs fully remember. Two and a half of those friends 

spemcenepar ad don’t matter and will barely be mentioned again 
assic’ and 


(sucks to be them). As for Ruka, she, Misaki, and 
private detective Choshiro (who oversaw the 
original case involving the girls) are the three player 
characters the game flicks between chapter by 
chapter as the past is revealed. 

They mostly traverse the same ground and poke 
around in the same unethical mystery, but there is 
one very notable difference between them: 
Choshiro isn’t armed with the series staple, a 
ghost-exorcising Camera Obscura. It’s absolutely 
wild to play as a character who isn’t using one, but 
his Spirit Stone Flashlight is a good way of mixing 
things up. Unfortunately, it’s actually nicer to use 


‘Action’ control 
options; camera 
sensitivity options; 
expanded volume 
controls 


in battle than the camera, which 
seems far more finicky this time 
around. Without having to worry 
about getting specific shots or 
use different types of film, the 
flashlight is a pleasantly simple 
charge-and-blast affair. Its 
drawback is that you occasionally 
have to go for a jog simply to 
recharge your moon juice 
mid-fight, but that’s a fun twist 
on strategy. 


FACE THE MUSIC 


The story is a little weak by 
Project Zero standards, with a 
focus on memory comes that off 
jumbled and repetitive. You will 
see certain flashbacks repeatedly, 
and the different strands of the 
narrative don’t fully weave 
together. The narrative touches 
on dark themes, but it doesn’t 


tear your heart out with tales of 
love, loss, sorrow, and self-worth 
the way other four entries in the 
Project Zero series do. 

While it’s always been 
questionable in a slightly 
charming way, it’s still a shame 
there’s no English dub this time 
either. Mostly for consistency’s 
sake, but also because some of 
the flavour text is left 
untranslated and it’s surprising 
what a difference understanding 
the ghosts in battle can make to 
your sense of their characters. 

Frustratingly yet quite fittingly 
to its subject, Mask Of The Lunar 
Eclipse simply lacks the strong 
sense of identity that permeated 
the other games. The good news 
is we already know almost all of 
its shortcomings were ironed out 
by Project Zero’s fifth entry! 
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INFO FORMAT PSS [reviewed], PS4 PRICE £59.99 ETA Out now 
PUB 2K Sports DEV Visual Concepts PLAYERS 1-8 


WWE 2K23 


War Games brings pain - and pleasure 


wo rings, one cage, 

unlimited mayhem: 2K’s 

latest brawler finally 

delivers War Games. 
WCW’s most famous match 
was relaunched by WWE two 
years ago, and it’s everything 
you could want. Teams of four, 
lost in chaos. Weapons. 
Double-team moves. Daft leaps 
off the steel. You can easily 
lose the first fortnight to this 
match type alone. 


However, it’s given true 
longevity by two things: match 
mechanics and detailed modes. 
2K23 performs resplendently on 
the first count. Animations and 
moves have been tightened up 
and expanded upon. A kick-out 
mechanic, where you have to 


variety to a mode which was 
traditionally about controlling 
one wrestler. Returning fans will 
be more intrigued by Universe 
and GM modes, in which you 
book matches and make 
storyline decisions. Both feel 
familiar but have fresh touches, 
such as the way Universe 
enables you to choose which 
cutscenes play after a match. 


ULTIMATE WORRIER 


Inevitably, WWE is now on the 
Ultimate Team card-hoarding 
train. 2K23’s version is called 
MyFaction, and you build 
four-card teams to take into 
matches. While the foundations 
are robust, it’s a touch 
discomfiting. There’s no auction 
house, so you have to pay set 


aM WWE 2K23 is given true 
longevity by two things: match 
mechanics and detailed modes. ¥ 


flick the right stick up at the 
correct point on a timing meter, 
mimics last-ditch pin escapes. 
Stamina matters too; hare 
around hitting big moves early 
on, and your grappler lags later. 
It’s as ‘sim’ as WWE’s ever been. 
If you are new to this, John 
Cena’s showcase is the best 
onboarding point. Cena steers 
you through his biggest matches, 
with a neat twist: you always 
play as his opponent. It delivers 


prices for cards. Many players 
will chase these with real cash. 
On top of that, updated outfits 
are locked to the mode. Imagine 
FIFA confining roster updates to 
FUT - it’d be met with outrage, 
and this should be, too. 

MyFaction mischief aside, this 
is one of the best grapplers on 
PS5. When the frustrations 
about that mode wear you down, 
there’s always another War 
Games match to enjoy. 


The best WWE game in a decade, with a 34 
wealth of modes and recognisable wrestlers. 

Only the dubious MyFaction stands in the way 
x | of a higher score. Ben Wilson 
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PS5 REVIEW 


Kel 2 


PSN games you might have missed 


Every month, loads of games come to the PS 
Store. You'd be hard-pressed to play them 
all, so we're looking at some that didn’t 
make the cut. This month, something 

E wickedly unexpected this way comes, from 
returning sprites to your chance to build your own base. 


We'll get on to creating our 
supervillain lair in just a 
moment, but first let’s feast 
our eyes on GrimGrimoire 
OnceMore. One of 
Vanillaware’s first projects 
back on PS2, the real-time strategy project was originally 
conceived as a take on the PC-dominated genre but built 
specifically for consoles and strategy newbies. This 
remaster not only brings the developers obvious love of 
StarCraft to modern consoles, but has had graphical 
enhancements that allow those gorgeously painted 
visuals to really shine. You also have options for saving 
mid-battle and even fast-forwarding through action and 
story, though we find the tale of young mage Lillet’s 
journey through a magical academy *ahem* charming.. 
While designed to be approachable, it still presents a 
rewarding challenge, and the TLC shown to the art 
absolutely poe lnc the magic. 
j On the other hand, Meet Your 
Maker is all about a different 
kind of magic: level design. 
Ali You need to get your hands on 
precious GenMat to save your 
planet — but without enough 
going around that means s stealing from other players 
while you build a base to mine your own. Those bases can 
be hand-crafted, and filled with enemies and traps you 
can upgrade and tweak until you create the perfect death 
maze. With Doom-tike, simple FPS controls it’s easy to 
get into, with a limited loadout helping to level the design 
playing field. As a new live service game, this Is just the 
start, though your mileage may depend on the quality of 
user levels you encounter {currently split between too 
easy and Merion! y devious). 
: Next up is Post Void, an FPS 
with an even weirder, gnarlier 
art direction than Meet Your 
Maker. If you've ever 
* wondered, “What if classic 
ae iis Doom had a fast forward 
poten anda killer maximalist look?” then this is your 
addictively playable answer. A blisteringly paced distillation 
of arcade running and gunning, we enjoy plumbing the 
depths of this technicolour rabbit hole. Is there more than 
meets the eye? Is it all surface-level froth? Who cares - 
were going too fast. 
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Extended 


From updates to favourites — the games we just cant quit 


Should you be looking for 
examples of games that see an 
immediate improvement when 
ported from PSVR to PSVR2, 
we’ve got one for you right 
4 here. Two technical aspects 
3 that irked us about the original 
release — long load times and 

unreliable hand tracking - have been eradicated 
thanks to PS5’s speedy SSD and the super- 
accurate Sense controllers respectively. 


It’s also worth mentioning that Zenith has 
benefitted from (free) updates that have dropped 
in a lot of new content since launch, too. For 
example, we’re big fans of the Pokémon-style 
creature catching, where you wear down little 
critters by throwing balls at them until you 
imprison them for your amusement. Catch enough 


Zenith: The Last City 


VR thinking we've found an immersive MMORPG 


FORMAT PSVR2, 
PSVR (no longer 
updated) 


PUB TribeVR 
DEV Ramen VR 
YEAR 2022 


of the same creature and you 
can adopt one as a pet. And who 
wouldn’t want their own little 


Pandowl, eh, even if you do have 


to spend a bit of time 
them down? 

This is an MMORPG 
ways you’d expect — a 
intend that as a comp 
VR experiences can of 


tracking 


in all the 
nd we 
iment, as 
ten be 


weak shadows of their 2D 
counterparts. In a way, Zenith is 


actually superior to you 


r average 


MMORPG, in that you have a 


surprising amount of 


freedom 


when it comes to exploring your 


environment. Partly, 


this is 


down to your character’s ability 
to glide through the air, which 
is fun once you get the hang of 


it. (As with so much i 


n life, it’s 


all in the wrist.) You can also 


climb any vertical sur 
game, which means t 
can climb trees and p 
from them; a simple 


Superior to your average 
MMORPG, in that you have a 
surprising amount of freedom. 


ace in the 
hat you 
ick fruit 
pleasure 
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that we don’t think we’re ever 
going to get bored of. 


MMO MONEY 


It must be said that, unless you 
have friends to play with, 
yow’re likely to be playing 
much of Zenith solo. You'll 
encounter players out in the 
wild, but we usually find 
ourselves on our own for most 
or all of a quest, and even for 
many public events. There are 
dungeons and raids with 
matchmaking, but most require 
many hours of play before 
youw’re allowed to join in. 

This doesn’t really bother us. 
Zenith’s is a vibrant world, and 


The Blade Master and 
Essence Mage classes 
will soon be joined by 
the Cyber Ninja. 


one where new enemies and 
environments are always 
hidden around the corner. We 
also find that, although pretty 
much everybody plays with 
mics off during our experience, 
the community seems to be 
friendly, helpful, and patient. 
The player who accompanied 
us during our first dungeon, 
for example, showed us where 
to go and what to do (including 
a few shortcuts), and showed 
great patience while we tried 
to navigate a gliding section 
with all the grace of a 
fridge-freezer. We hope to 
pass it on to another newbie 
one day. Luke Kemp 
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Marvel's Midnight 


Suns — Morbius 


You know what time it is 


INFO] FORMAT PSS, PS4 PUB 2K 
DEV Firaxis YEAR 2022 


Out of all the 
DLC characters 
Midnight Suns 
has introduced, 
I know the least 
ail. about Michael 
Morbius, probably because 
he stars in an... easily 
skippable film. Fortunately, 
this has the basics covered: 
he’s a pseudo-vampire who 
has no issues with sunlight, 
a bad history with Blade, and 
a good relationship with 
Spider-Man. 


His story (the next part in the 
saga of vampires trying to 


Ultimately, he could be a fun 
addition to the roster 
mid-game, but is all but 
useless for players picking the 
game back up for the DLC. 
Like most moviegoers, the 
Midnight Suns seem neither 
to need nor want him. 
Midnight Suns is simply not 
difficult enough to support all 
these characters; without 
permadeath or a steep 
increase in difficulty, your 
team is too big and too 
powerful to justify adding 
more. I enjoyed the potential 
of Morbius’ storyline, which 
involves a serum that can 


Midnight Suns is simply not 
difficult enough to support all 
of these characters. 


take over New York) is wholly 
untethered from anything 
that happens in the main 
game. Not only that, the 
overall plot here is 
astoundingly similar to 
Deadpool’s introduction. 
Morbius’ skills include 
chain attacks (which 
Wolverine already offers to 
greater effect), and attacks 
that inflict and/or consume 
Bleed (which you already 
have with Blade). 


make vampires immune to 
sunlight, but the missions are 
the same general types we’ve 
already had, with almost no 
meaningful variation during 
boss fights. Voice actor Jake 
Green does a fantastic job, 
and yes, Pll say it, Morbius is 
oddly sexy in that full spandex 
thing of his, but the game 
can’t integrate new characters 
meaningfully, making him 
feel like more (un)dead 
weight. Malindy Hetfeld 
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Thanks to Just Dance’s 
longevity, accessing Unlimited 
on the new version gives youla 
huge library of classic songs 


“Al 


Just Dance 2023 Edition saa 


Can't stop the music 


This long-running series has 
finally ditched its tired system 
of annual releases and 
transitioned to a live service 
model. You hadn’t realised? 
Well, don’t be fooled by that 
boxed ‘2023 Edition’ you see 

: : on store shelves, it only 
contains a DLC code for a downloadable song 
pack. This is, however, one live service relaunch 
that I can get behind. 


Buying a new entry every year in order to get the 
atest batch of tracks was always tiresome and 
expensive, especially considering that most of your 
mileage with Just Dance came from the expansive 
catalogue offered by the game’s inexpensive 
subscription service, Just Dance Unlimited. This 
subscription is still front and centre, and while the 
base game is now technically free it only includes 
access to two songs. Fittingly, the updated UI 
borrows heavily from video streaming services and 
is snappy, stylish, and, most importantly, 
mercifully easy to navigate. 


DANCE PARTY 


There’s a huge amount to explore here and the 
abundance of curated playlists, featuring 
everything from fitness-oriented calorie burners to 
K-pop hits, makes discovering new favourites a 
breeze. There’s even an unexpected story mode 
that, although nothing particularly special, offers 


FORMAT PS5 
PUB Ubisoft 

DEV Ubisoft Paris 
YEAR 2022 


an enjoyable introductory 
playlist featuring some of the 
newest tracks. Additions for 
2023 include Taylor Swift’s I 
Knew You Were Trouble, Linkin 
Park’s Numb, and Electric Six’s 
Danger! High Voltage. 
Everything works almost 
exactly as you would expect 
and, realistically, what more 
could you want from a Just 
Dance game? That’s not to say 


has some small issues too: it’s 
cumbersome to set up and can 
drop out without warning. If 
this year’s version is PS5-only, 
why is there no support for 
PS5’s official camera? 

The long-requested addition 
of online multiplayer is a 
highlight, though, with the 
ability to squad up and 
compete online as you would 
in local matches. Mastering 


a Online multiplayer is a 
highlight, with the ability to 
squad up and compete online. 


that this entry isn’t without its 
problems, though, the most 
pressing of which is its PS5 
exclusivity. There is absolutely 
nothing here to suggest that 
this entry would be too 
demanding for last-generation 
hardware and it’s 
disappointing to see my PS4 
pals abandoned in the last-gen 
disco. The control method, a 
separate smartphone app [Eat 
your heart out, PlayLink — ed], 


songs rewards you with XP 
based on your performance, 
unlocking new cosmetic 
options for your in-game 
profile. If you happen to 
stumble across a blinged-up 
panda grinding out BTS’ Boy 
With Luv, then thanks in 
advance for helping me accrue 
some bonus XP - the plentiful 
rewards are more than enough 
to keep me coming back. 
Dashiell Wood 
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Resident Evil 5 


Coming out of Wesk-field 


FORMAT PS4, PS3 PUB Capcom 


INFO DEV Capcom YEAR 2009 


Given the success 
of Resident Evil 
4’s remake, I’m 
forcing Dash to 
join me ona 

“ @N6 nostalgic tour of 
what could, inevitably, be 
Capcom’s next big renovation 
project. The big problem we 
uncover is how little the game 
really has to offer, besides 
co-op — which tips the careful 
action-horror balance of Resi 4 
over completely to become 
about as scary as an episode of 
Scooby-Doo. 


Only a handful of asynchronous 
moments begin to suggest 
where a remake could work, 
such as the section where one 


already capitalised on that co-op 
vibe much better by ditching the 


action-heavy approach, which 
here otherwise revolves around 
whacking two minigun turrets 
onto an SUV instead of just one 
(the full-on chaos of the 
Desperate Escape DLC, as Jill 
and Josh break out of the Tricell 
facility, is the only time it 
successfully leans in). By the 
end of our session we’re 


exchanging assault rifle fire with 


zombies with guns and mowing 
down legions of spongy Lickers, 


and I can’t help but think about 


how far we’ve come since 
Resident Evil 2, albeit in 
completely the wrong direction. 
Fortunately, the series has 
backtracked now, returning to 


a The chainsaw man trudges up 


and down stairs Li 


ke he just 


remembered cardio existed. ¥ 


player jumps from one building 
to another, and has to work 
their way down through a 
gauntlet of enemies while the 
other assists from across the 
street. Yet in our playthrough 
any tension in the moment is 
quickly undercut by Dash’s 
cackles as, confused by having 
two potential targets, the 
chainsaw man trudges up and 
down stairs like he just 
remembered cardio existed. 
And even if two-player Resi 5 
shows potential, Revelations 2 


The all-out chaos of 
Desperate Escape isn't 
very Resi-like, but a 
highlight here. 


the survival horror that we all 
fell in love with in the first 
place; the remakes of Resident 
Evils 2 and 4 blew me away, 
while 7 and Village remain firm 
favourites. Yet, like Albert 
Wesker’s treasured Uroboros 
(or “Among Us”, according to 
Dash), the series is poised to 
wrap back around and devour 
itself once more. Should 
Capcom remake 5, if only for 
completion’s sake? I say ditch 
it — I can’t bear doing this all 
over again. Oscar Taylor-Kent 


EXTENDED PLAY REVIEW 


If Resi 4 did something 
well, Resi 5 tries to top 
it (yet usually fails by 
missing the point). 

( at 


Resident Evil 5 


Revving up for a Resi revival 


INFO] FORMAT PS4, PS3 PUB Capcom 
DEV Capcom YEAR 2009 


On paper, this 
is a slam dunk 
so, unlike 
Oscar, I say 
bring on the 

: remake. The 
logical successor to Resident 
Evil 4, all of that fantastic 
game’s best moments and 
mechanics reappear here in 
an expanded form. The 
annoying Ashley is gone 
entirely, replaced by a 
sentient (but sometimes 
equally frustrating in Oscar’s 
case [Ouch - ed]) co-op 
partner, the tense inventory 


sections to a crawl and, while 
it’s impressively cinematic at 
times, it’s never really clear 
what you’re actually meant to 
be doing in any of the baffling 
boss fights. 

The handful of puzzles are 
even worse, failing to 
capitalise on the co-op 
mechanics and bogged down 
by atrocious checkpointing. In 
one memorable example, a 
basic challenge to direct a 
aser beam using large mirrors 
sees Oscar accidentally 
one-hit killing me time and 
time again, punishing us with 


& Directing a laser beam using 
mirrors had Oscar killing me 
time and time again. 


management is now even 
more pressured, and the 
action has been dialled up to 
11. There’s even a bag- 
wearing chainsaw-wielding 
man who chases you through 
the campaign. 


The problem is that, unlike in 
its predecessor, nothing here 
really works. Resi 4 felt 
innovative in 2004 but, when 
this entry was released half a 
decade later, it was hard not 
to feel things had already 
moved on. The introduction 
of tedious cover-based 
shooting slows later 


being sent back to a long 
loading screen — eventually I 
just have to wait it out ina 
corner and leave Oscar to 
solve things by himself. 

The setting, a fictionalised 
African nation, is also mired 
in uncomfortable racial 
stereotypes that make certain 
sections particularly difficult 
to sit through. Judging by the 
success of recent remakes, it 
seems unavoidable that 
Capcom will eventually go 
back to 5 and, frankly, the 
studio probably should. 
There’s a lot here that needs 
fixing. Dashiell Wood 
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PS5 Hall of fame 


THE DEFINITIVE GUIDE TO THE NEW GEN’S GREATEST GAMES 


Resident Evil 4 


ESIDENT FVIL4 
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Las Plagas and chainsaw-wie 


Remaking one of our favourite games always balanced on a knife’s edge, 
but thanks to how good that knife is to use, this one’s a success. 
Sumptuous visuals and terrific combat Join the ultimate spring clean to 
create one of the best third-person action thrillrides we've had the 
pleasure to play. A more independent Ashley is welcome, and those gory 
ding foes are a joy to pepper with bullets. 


“DEATHLOOP" 


Deathloop 


Everything we love about Arkane’s detailed, dense, and 
destructive gameplay in a package you'll keep coming 
back to. Unavoidably, as hero Colt’s trapped in a time- 
loop until he can orchestrate eight kills in a day, all while 
hunted by rival Julianna [who can be player-controlled). 


Control Ultimate Edition 

Jesse Faden’s mind-bending, environment-destroying, 
object-chucking new-weird adventure sings on PS5. A 
framerate of 60fps delights, and Remedy’s use of ray 
tracing is among the best we've seen. The sole problem 
is you have to pick only one of two visual options. 


Ratchet & Clank: Rift Apart 


A delightful return for the lombax/robo duo, using PS5's 
power to allow seamless portal hopping and stunning 
vistas and DualSense to give the comically large arsenal 
real oomph. A real showpiece that feels marvellous in 
the hands, and makes the case for PS5 exclusives. 


Dead Space 


This remake is a reminder that the USG Ishimura is one 
of the best science-fiction haunted houses in the biz. 
Modernising touches not only give Isaac Clarke a voice 
but also keep long-time fans guessing by reinventing 
familiar necromorph encounters. 


God Of War Ragnarok 


Mastercrafted to the point that would make Brok and 
Sindri blush, this apocalyptic father-son adventure 
pushes Kratos and Atreus to their limits. Building on 
the last game, everything from combat to level design is 
snappier, and it’s a gorgeous end to the world. 


Hitman 3 

On PS5, Agent 47's latest hit list looks beautiful - oh 
boy, those reflections. The good news is not only can 
you play the latest missions on PS9, you can replay all 
missions from Hitman and Hitman 2 inside I|O’s new 
PS5-developed engine. That's a lot of content. 


Demon's Souls 

Not many games allow you to feel the thrum of a 
gigantic heart in the controller. From sword slashes 
against nightmarish creatures to feeling magic fill your 
hands, this stunning recreation of the PS3 classic is a 
tour of just what makes PS5 so great. 


Astro’s Playroom 

Free and pre-installed on your PSS, this is more than a 
showcase for your new console’s best, most innovative 
eatures. Astro’s Playroom Is a beautifully crafted, 

if short-lived, platform adventure that takes a tour 
hrough everything that makes PSS so special. 


Uncharted: Legacy Of Thieves Collection 
The best got better. Presenting Nathan Drake's final 
outing alongside spin-off The Lost Legacy, this collection 
implements a range of PS5 features. Higher framerates 
smooth out the action, haptic feedback boosts gunfights, 
and 3D audio adds a new dimension to the banter. 


Monster Hunter Rise 

Though its maps may be smaller than those of Monster 
Hunter: World, everything else is souped up, whether 
that’s inventive new animal allies, your weapon combos, 
the vibrant feudal Japan styling, or the rampaging 
monster hordes. Go big... and save your home! 


Final Fantasy VII Remake Intergrade 

Cloud and the gang get a glow up with better visuals and 
slicker combat that limit breaks this bold reimagining 

of the Midgar section. Yuffie joins in with an extra story 
that bridges the gap between this and what's to come, 
cleverly playing on nostalgia and fan expectation. 


Ghost Of Tsushima Director’s Cut 


Feeling like a fresh take on Assassin's Creed, the 
open-world island of Tsushima is engaging to explore, 
and thanks to a minimal UI, endlessly beautiful. 
Combined with weighty combat and tricksy stealth, this 
supercharged version feels like a real epic. 


Bes 
SPIDER-MAN 
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Marvel's Spider-Man: Miles Morales 
A new hero for a new generation, Miles Morales swings 
on to PS5 with a new sense of purpose. The low-key 
story offers a more intimate Spider-adventure than 
Parker's bombastic escapade, but when the action 
kicks in, the ray-traced visuals light up the screen. 
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Gran Turismo 7 

Like taking a bath in luxury motor oil while Yamauchi 
and the rest of Polyphony Digital relax you with cosy car 
history. The good vibes are matched by fantastic visual 
fidelity, and car handling enhanced by the DualSense 
controller for unparalleled driving feedback. 
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Solar Ash 


Playing like a cross between Jet Set Radio and Sonic, 
gliding through the Ultravoid feels buttery-smooth. The 
subtle rumble of the DualSense offers an immersive 
layer to both movement and the action of pinning down 
an enemy. This is well worth losing yourself in. 


Neon White 


Fusing Doom-like blasting, speedy platforming, and 
card-based puzzling together in one heady, lightning- 
fast mix, Neon White is a jolt to the system like little 
else. Pure, electric gaming bliss that'll have you playing 
again and again to shave seconds off your best times. 
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Wo Long: Fallen Dynasty 

A soulslike without stamina? It’s just one of the many 
clever twists in this Ancient Chinese epic where gi 
governs your actions instead. Go ona tear, and positive 
energy (for you, not your dead foes} helps you keep the 
momentum going. Just don’t let negative energy build. 


Marvel's Midnight Suns 

Mushroom-foraging friendship dates, a book club with 
Blade, and the Sorcerer Supreme’s suspiciously small 
swimming trunks - this one’s got it all. A deep affection 
for all things Marvel runs through this deck building 
RPG, and the writing and social mechanics charm. 


Labyrinth Of Galleria: The 
Moon Society 


Think outside the grid in this dungeon crawler. 

Break down the maze walls to reveal hidden chambers, 
jack up your party's attacks, and transfer cat skills 

into clowns [seriously] to master this devious RPG. 


Guilty Gear Strive 

If this is the smell of the game, then we don’t need any 
candles. Brash as ever, and laden with head-banging 
tracks, this anime-styled fighter is a spectacle to watch 
or play. Pared-down mechanics make it accessible, but 
there's still plenty of depth for skilled players. 


Elden Ring 


Souls goes open world, and FromSoftware makes sure 
to do things its way: with minimal handholding, but 
plenty of digit-strewn enemies. Each hill teases strange 
dark fantasy sights just over the crest, and the game 
keeps surprising (despite some rare repetition). 


hess 


Star Wars Jedi: Fallen Order 


Cal and BD-1 Jedi jump over any hurdles the original 
release threw their way, PS5’s power making this feel 
like the game it should have been at launch. While a 
little safe at times, this adventure feels like classic Star 
Wars as you explore planets metroidvania-style. 


Horizon Forbidden West 


Stunning to look at on PSS, Aloy’s new quest gets even 


more science-fictional. While more of the same in some 


regards (there are plenty of question marks to explore 
and camps to clear), in big machine fights the metal 
really shines, and there are some absolute units here. 


Ghostwire: Tokyo 

Possessed by ghost hunter KK, Akito has to put a stop 
to a masked villain who has unleashed demonic fog all 
over Tokyo. The open world is packed with collectibles 
and side-missions that explore Japanese folklore, and 
the DualSense-rumbling combat is punchy. 


REVIEW 


Know what you like and looking for more? 
Here are more to enjoy on your PS5 
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Just when we thought it couldn't get any 


M1 better than Xrd, anime-style fighter Guilty 


Gear Strive knocks our socks off all over 
again. If you love its gorgeous animation, 
eclectic roster, and many rounds of stylish 


action, here are three more titles worth sparring with. 
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SCA RLET NEXUS 


E— oS. See 
DNF Duel 
Victory is far from a roll of the dice 


Another Arc Systern Works fighter, this one boasts all of the 
studio's style but takes a simplified approach to throwing 
hands. Each character reps a class from web browser 
beat-'emn-up Dungeon Fighter Online. Jumping into the 
fray, you have the option of simplified inputs, plus an MP 
bar for special skills. While this does regenerate slowly, 
you're encouraged to pick your moments when it comes to 
blasting away the opposition. 


OO 
Garou: Mark Of The Wolves 


Howling about a classic 


Debuting in arcades in 1999 and ported to PS4 in 2016, this 
remains worth your time - especially as that port features 
rollback netcode. It’s got heaps of charm thanks to 
still-phenomenal sprite work and a roster of familiar faces 
from sister SNK series Fatal Fury. If you're on the back foot 
during a bout, blocking at the last moment nets you a scrap 
of health. If your health bar dwindles, the Tactical Offense 
Position mechanic allows you to come back swinging. 


en 
Scarlet Nexus 
Make your own mind up about this one 


Though not a fighter, this stylish post-apocalyptic tale told 
two ways offers a compelling telekinetic combat system. 
Playing as either psychic swordsman Yuito or lady of the 
many flying blades Kasane, you can hurl whatever isn’t 
nailed down at your foes. Your uniquely gifted teammates 
can lend their abilities to your repertoire, allowing you to 
duplicate yourself, hare around at super speed, or teleport 
(for just a few examples}. Oodles of anime-style action. 


After a thorough) yOu 
can telekinetically graSp-enemy 
weak points and pop ‘em like a zit! 
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PS4 Hall of fame 


THE DEFINITIVE GUIDE TO THE LAST GENS GREATEST GAMES 


Red Dead Redemption 2 


You won't find another open world quite like this, the streets of Los 

Santos paling in comparison to this gorgeous western sprawl. Arthur 
Morgan’s wild west adventure is epic, emotional, and has enough teasing , 
mysteries on every Horizon for no two cowboys’ journeys to feel the 

same. Train robberies, tootin’ headshots, and killing racists, there's 

never a dull moment in Rockstar’s greatest. 
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Grand Theft Auto V Marvel's Spider-Man 
SPIDER-MAN 


Laughing in the face of other cross-gen ports, GIAV 

on PS4 is more than a mere HD remaster. Upped to a 
glorious 1080p, it weaves together everything that made 
the PS3 original great, with new music, more dynamic 
weather, and a game-changing FPS mode. 


Borrowing heavily from Rocksteady’s acclaimed Batman 
Y series, this delivers the heart and soul of Marvel's 
superhero. It ticks every box you could ask for: perfect 
web-swinging, a powerful story, a roster of classic 
villains, and all of New York City to defend. 


God Of War 


A departure in some ways but a resounding return in 
others, Kratos is back with a son anda ruddy big axe. 
Taking the legend from Greek to Norse mythology, this 
entry brings a lot to the table while improving 

on what was core to the earlier series’ identity. 


Persona 5 Royal 

The most stylish JRPG ever made finds its definitive 
orm in expanded release Royal. It combines dark and 
moving teen angst with unforgettable friendships that 
power you up in the heart-invading dungeons, and sets 
he gold standard for the genre. 


Sekiro: Shadows Die Twice 
FromSoftware's latest adventure repackages its 
unflinchingly difficult combat into a fantastical take on 
eudal Japan. More accessible than Bloodborne but 
ayered with equally clever and subtle ideas, this is 
director Hidetaka Miyazaki’s best yet. 


The Last Of Us Part Il 11 


Arguably the original is holistically better but there are 
few games that push PS4 to its limits as this sequel 
does. With near photoreal visuals, emotional twists that 
land, and enough new ideas to ensure you're always 
thinking, this is a slick followup. 
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Bloodborne 

With the finest third-person melee combat in gaming, 
droolworthy art design, and the most twisted monsters 
imaginable, this is a gorgeously gothic must-have. The 
Old Hunters expansion adds enough nightmare fuel to 
make a return to Yharnam essential. 


Dreams 

This is a feature-laden platform of artistic tools that 
enables you to create everything from characters, 
elements, and scenes to entire games, and resets any 
ideas about what a console ‘game’ should be and do. 
Dreams should be installed on every PS4. 


» 
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The Witcher 3: Wild Hunt Game Of The 
Year Edition 

The White Wolf's epic journey is an RPG experience like 
no other on PSA. It’s been made even more spectacular 
with this gigantic pack stuffed with DLC, making it a 
must-have part of any gaming library. 


Monster Hunter: World 

Presenting a vibrant open world, light on story but heavy 
on monster-mashing action, this is the most accessible 
entry in the series yet. Perfecting the feel-good 

grind through its complex systems and pitch-perfect 
multiplayer, it’s a PS4 must-play. 


Resident Evil 2 


Powered by the RE Engine, this remake is more than 
a classic game with a facelift. The new Tyrant and 
improved zombie Al add tension, and fresh areas not 
seen in the PS1 classic update the core gameplay 
making this Resi 2 a celebration of PS1 and PS4. 


Assassin’s Creed Odyssey 

A beautiful open world where every Greek island tells a 
unique story, AC Odyssey is a epic in the truest sense, 
with lively writing, mythical beasts to battle, anda 
poignant Assassin's Creed story that lays the bed for all 
the lore to come. A brilliant spectacle. 


i 


SESIDENT ‘VIL2 


Horizon Zero Dawn 

A staggeringly large world that condenses cracking 
combat, accessible systems, and uncut eye candy 
into an action RPG that will please anyone. In Aloy, 
PlayStation might just have a new icon. Come for the 
robo-fights, stay for the exquisitely dense mythology. 


Yakuza 0 

Set in Japan in the ‘80s, this is the perfect entry point to 
the long-running series. Bouncing between two heroes, 
you take part in a crime thriller by bashing enemies into 
dropping piles of cash, and undertake side-quests that 
include stealthily buying pornography. 
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Psychonauts 2 

Level design and narrative mesh together in this long- 
awaited sequel. Bounce around vibrant, ever-creative 
platform worlds inside other peoples’ minds as you help 
hem conquer trauma — and save the world. Ever-warm, 
he script is one of the funniest around. 


Nier Automata 

Few games require immediate replaying, but this 
demands it. The twisty-turny story reveals more just 
when you think you're done, and the android combat 
as you explore is top-notch thanks to PlatinumGames’ 
expertise in creating character action titles. 


Mass Effect Legendary Edition 

A space opera in game form. Explore the galaxy as you 
try to stop a universe-wide threat, building a team of the 
best as you go. The adventures are better than ever in 
this smoothed-over version. A fan of science-fiction 
sagas? You owe it to yourself to have one of your own. 


Days Gone 


On the surface this seems to be a step backwards: a 
testosterone-fuelled Freaker-killing adventure, one man 
and his bike versus the apocalypse. Slowly you realise 
Bend Studio's playing with you, and everything's flipped 
on its head - while the action’s excellent throughout. 


Dragon Quest XI: Echoes Of An 
Elusive Age 


JRPGs don't get more classic-feeling than this, but DQ 
embraces its traditional qualities, giving its turn-based 
fights and Toriyama-designed visuals a modern 
overhaul. This is an adventure that'll stick with you. 


Dishonored 2 

The follow-up to a PS3 great, mixing a creative skillset 
with impressive level design to create a Kaldwin-ning 
immersive sim. From the shifting rooms of The 
Clockwork Mansion to learning to link your powers, 
there's so much Scope for experimenting. 


Alien: Isolation 

Explore Ridley Scott's original vision of a horrifying 
future in startling fidelity, as this game recreates the 
tension with an attention to detail that borders on 
the obsessive. It’s time to remember what made the 
xenomorph so scary... and then get killed by it. 


Shadow Of The Colossus 


Bluepoint completely overhauls the visuals of Team Ico’s 
masterpiece but still manages to match the original 
step-for-step in its remake. New controls and a beautiful 
photo mode add to the package. Wander’s tragic quest 
has never looked or played better. 


Tekken 7: Definitive Edition 


The title for best fighter on PS4 is fiercely fought over, 
but for our prize money King remains the, er, king. Easy 
to pick up, with plenty of depth, few fighters feel quite as 
crunchy as this. With all DLC characters now released, 
from Noctis to Negan, it’s time to get sweaty. 


Mafia: Definitive Edition 


The mobster fantasy comes to life in this full-on remake. 
What was once stiff now drips period atmosphere, 

and while the open world is still mostly set dressing, 

it delivers a rollicking and affecting crime story. Any 
limitations almost feel refreshing in retrospect. 
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Watching the pennies? We'll help you play 
more without breaking the bank 
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Team Sonic Racing: 30th Anniversary 
Edition 

£17.99 approx. (PS4, argos.co.uk) 

Gonna go fast 


It might not be the first game you think of when you hear 
the phrase ‘mascot kart racer’ but this is still a well-made 
arcade driving experience. Team Sonic Racing borrows 
plenty from its competition: boost pads, flying sections, and 
even anti-gravity tracks make an appearance. While not 
necessarily innovative, it offers plenty of high-speed fun 
across a varied selection of challenge modes. This 30th 
Anniversary Edition comes bundled with a little art book. 


—————————————— —E —E== 
Hotline Miami Collection 

£10.29 approx. (PS4, hit.co.uk) 

Budget bloodshed 


This double pack contains two excellent indie games filled 
to the brim with pulsing music, animal masks, and a whole 
lot of blood. So. Much. Blood. As an anonymous contract 
killer in 1980s Miami, you tackle a series of increasingly 
violent gang hits as you deal with your own rapidly 
deteriorating grasp on reality. Played from the top down, 
both campaigns offer a brutally challenging gauntlet of 
tightly designed levels. With roughly 15 hours total of story 
(more if you're trying to see the bonus endings or chase 
achievements], there’s a Lot to dig into. 


Ve, ——_— 
Tom Clancy's Rainbow Six Extraction 
Limited Edition 

£9.99 approx. (PS5, amazon.co.uk) 

Friends play free 


Getting the gang together for a game is pretty hard when 
you're all on a tight budget. Luckily, every copy of Rainbow 
Six Extraction comes with a ‘buddy pass’ that allows you to 
invite two friends to play in the same squad for free. This 
even works across platforms and, while there is a 14-day 
time limit for these free accounts, it should have you 
teamed up and taking down extraterrestrials in no time. As 
a bonus, the Amazon-exclusive Limited Edition package 
comes with two additional weapon skins and charms. 


= Spend an evening 
shooting alien goo in 
Rainbow Six Extraction. 
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PSVR2 Hall of fame 


THE VIRTUAL REALITY HITS YOU HAVE TO PLAY 


Horizon: Call Of The Mountain 


A visually stunning, level-based jaunt through environments absolutely 
packed with climbable surfaces. You swing your arms from handhold to 
handhold through lush jungles, up wintry slopes, and even across the 
rusted metals of abandoned bunkers. Plenty of interesting new climbs 
and set-pieces add variety, as does simplistic-yet-challenging bow and 
arrow combat. Just be careful your arms don't get too sore from it all. 


Star Wars: Tales From The 
Galaxy’s Edge 


Who shot first? You. Tactile controls make being a droid 
techie-turned-scoundrel a blast(er], from pulling gear 
off your body to using tools to meddle with machines. 
A bonus mode allows for lightsaber waggling too. 


Jurassic World Aftermath Collection 
Clever girls for a clever game. You're looking to salvage 
research data from the dino park’s ruins and get out 
alive, all while being hunted by ‘raptors [like the tense 
scene from the original movie]. Other dinos pop up, but 
the velociraptors are the focus, for better and worse. 


Rez Infinite 
When you thought Testuya Mizuguchi’s synaesthesia 
shooter was done, it moves to a new beat. Laden 
with sharp particle effects, twitchy controls make this 
unmissable, with eye-tracking aiming a revelation for 
this experiential shoot-’em-up. 


What The Bat? 


With your arms transformed into baseball bats, you 
must progress through loads of minigames that take 
you through different periods in your life. A great way to 
get used to 1:1 hand-tracking, the zany challenges are 
only let down by a slight lack of variety. 


Tetris Effect: Connected 

While also on PSS, Mizuguchi's trippy, transcendent 
take on the block-based puzzler is nothing short of a 
masterpiece in PSVR2, placing you within a world of 
tumbling tiles like never before, enhanced from the base 
version with more collaborative elements. 


Gaal 


Tentacular 

Get stuck into this coming-of-age story where you 

play as an adopted sea monster finding their place in 
their seaside town community. Joy comes from playful, 
wholesome interaction, using your twisty appendages to 
grapple with problems and suckers to pick things up. 


Moss: Book II 


Both rodent puzzle platformers benefit from PSVR2 
enhancements, but the star performer of the pair is 
his sequel that’s every bit the mouse’s whiskers. As 
charming as ever, expanded combat options mean you 
eel even more connected to your li'l hero, Quill. 


Thumper 


This already hectic rhythm game gets supercharged 

in PSVR2 thanks to playful use of the haptics that 
intensifies the heavy beats, all while you blast your way 
hrough a thrumming tube. Even if you've thumped with 
he best of ‘em, it’s worth re-experiencing here. 


Gran Turismo 7 

Ever driven a car? Then you'll know what to expect. 
GT7’s already incredible simulation races gain a new 
evel of immersion simply from checking your GPS and 
mirrors and seeing the courses whizz by. It’s only a new 
view mode, yet it’s enough to be a must-try. 


Cities: VR - Enhanced Edition 


ayor be of assistance? Thanks to your ability to swell 
in size to view your city from multiple scales, you're able 
o help out all over the place, and slick Ul makes it easy 
o tweak your urban designs to keep everyone happy, 
hough things can get a little bit dry. 


Song In The Smoke Rekindled 


The devs have taken great pains to ensure this stripped- 
back survival game remains immersive at all times, 
placing much of what you need to do, from skinning 
pelts to pinging arrows, directly in your hands. Be 
careful to keep the dark at bay at night, too. 


Kayak VR: Mirage 

Whether you want to use arcade-like physics to set time 
trial records or strap your Sense orbs onto a big pole 
and embrace a more simulated experience, Kayak has 
plenty to offer in some truly gorgeous environments, 
even if the contents are a bit slim. 


The Last Clockwinder 


This spatial puzzler is all about putting things in the 
right place, whether that’s flinging objects around 

or putting yourself to work. Thanks to the ability to 
summon clones, you're quite the helping hand (now if 
only we could do that at PLAY Towers). 


Demeo 

Feel the weight in your hands as you pick up tabletop 
miniatures to move them around, point and flick a dice 
to calculate combat damage, and twist your arm to use 
special hero cards. Across solo and co-op, expect plenty 
of fighting through each campaign (perhaps too much]. 
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Astro Bot Rescue Mission 

This pint-sized adventure packs charm in spades even 

if it isn't exactly chock-full of challenge. Bringing the 
classic puzzle platformer formula bang up to date in 
PSVR, it won't take many levels before you're calling out, 
“Beam me up, Botty!” Also, the nippers will love it. 


The Persistence 

This first-person horror roguelike offers perfectly sized 
chunks of survival bursts. It’s everything you'd expect 
from a full PS4 release, but in PSVR it’s filled with clever 
ideas, unique weapons, genuine jump scares, and fab 
looks - plus great couchplay as well. 


Star Wars: Squadrons 

A fan's dream come true: experience epic Star Wars 
space battles from the cockpits of the films most 
famous starfighters. Whether you're flying a TIE fighter 
or X-wing there's absolutely no thrill like skimming the 
surface of a Star Destroyer in PS VR. 


Resident Evil Vil: Biohazard 


Can you can go eye-to-eye with the Bakers? Playing 

in VR raises the tension to almost unbearable levels 
and has gameplay benefits such as face-aiming, which 
makes shooting a lot easier. A brilliant example of how 
VR can improve already great games. 


Blood & Truth 


The truth? You can’t handle the truth. But if you can, 
then you'll discover one of PSVR’s best shooters, tied to 
the kind of slick cinematic narrative we're used to from 
Sony's non-VR releases. Blood & Truth is one of the 
most complete games for PSVR. 


Beat Saber 

With your PSVR headset firmly on and PS Move 
controllers in hand, Beat Saber feels like the game 
both pieces of hardware were made for. In it you have 
to master songs and challenges by swiping your neon 
swords through the air and dodging with your head. 


lron Man VR 


With a finely-crafted control setup that enables flight 
within small sandbox maps, and gives you the option to 
inhabit the designer shoes of the billionaire playboy too, 
ron Man VR is an almost-perfect interpretation of the 
amous Avenger. It’s a PSVR must-play. 


Hitman 3 

Every mission in the World Of Assassination trilogy 
can be played in PSVR via the latest entry in the series. 
That's a lot of murderous action. It all plays brilliantly 
oo, with the act of puzzling through hits as Agent 47 
perfectly suited to virtual reality. One of PSVR’s best. 


To The Top 


This creative platform-puzzler enables you to scamper, 
jump, and skate across its 35 sandbox worlds with 

the aid of your PS Move controllers. It’s as physically 
demanding to play as it is perplexing, and all the better 
for it. To The Top is a PSVR one-off. 


| Expect You To Die 2: The Spy and 
The Liar 


A spy comedy offering a front-row seated experience. 
Known as The Phoenix to your foes, you thwart villains 
across six missions delightfully steeped in genre tropes. 
Short, silly, and slick - like only the best agents. 
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Digging into the random acts of gaming 
a lengthy PS Plus subscription offers 


Aprils PS Plus lineup presented three worlds you ll want 
to reach out and touch. Craft-’em-up Meet Your Maker, 
Redwall-like RPG Tails Of Iron, and Sackboy: A Big 
Adventure are three titles you can really lose yourself in, 
and all are available on both PS5 and PS4. 


This time we're focussing 
on the hessian-hewn 
hero's PS5 debut, 
Sackboy: A Big Adventure. 
He may have abandoned 
LittleBigPlanet’s creativity 
in favour of a more 
traditional platforming 
outing, but he’s lost none 
of his charm. 

The game's world has a 
hand-crafted appearance, 
from papercraft scenery to 
a hand-sewn villain, 
making every frame a joy 
to look at. On PSS it’s truly 
tactile, with full use made 
of the DualSense’s haptic 
feedback as you push and 
pull against the world. 

The burlap-backed lad’s 
sewn-up spin-off is notable 
for its level variety; there's 
plenty of jumping for 
shinies, of course, but you 
also undertake everything 
from shepherding critters 
to safety to deep-sea 
trawling. Burn notes are 
rare, with discord most 
commonly found in 


occasionally floaty or 
hard-to-judge jumps that 
don't play well with the 
pop-up book perspective. 

The soundtrack strives 
for a fun, Jukebox musical 
vibe, featuring spins on 
Madonna's Material Girl 
and Mark Ronson’s 
Uptown Funk to name just 
two bangers. But what is a 
musical adventure without 
a chorus line? 

While you can hoover up 
collectibles on your 
lonesome, each level is 
designed with co-op in 
mind. Only local co-op was 
available at launch in 2020, 
but online multiplayer was 
added shortly afterwards, 
and crossplay is an option. 

Besides collaborating on 
collectible hunting, there 
are plenty of opportunities 
for mischief - like scooping 
up your buddy with @@ and 
chucking them over a 
precipice. Mischief 
potential aside, this is a 
lovely all-ages adventure. 


eis 94 
Delve into hand-crafted 
dioramas with your 
besties.or solo. Either 
Way, there are plenty of 
shinies to‘go around! 
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Relishing every soggy second on the road 
in Driveclub as the heavens open 
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The only time backhanded compliments are acceptable 
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y 2002, PlayStation 2 

had seen off Sega’s 

Dreamcast console, 

which was a massive 

deal - like PS5 

pushing Xbox out of 
the market today. The official line was 
that Sega was now a third-party 
developer, creating games for any 
console it liked, but in reality it felt like 
Sony was parading the heads of 
Dreamcast’'s royalty on sticks by 
releasing games Like this. 

And Virtua Tennis truly had been a 
king. The series began life as a coin-op, 
before winning the hearts of Dreamcast 
owners with its deceptively deep 
single-lish]-button control scheme. Sure, 
here is a secondary ‘lob’ button, but 
mainly you move your player into position 
with the left stick, then start your swing. 
The computer works out which 
animation it needs to make contact 
happen between racquet and ball, and 
while the swing is playing out you can 
steer the stick in the direction you want 
he ball to go when you finally hit it. The 
assistance offered by this charge-up 
system means that you don't have to 
ime your swing like in other tennis 


philosophy Sega expressed in that 
era. Serving at bowling pins or 


Hi The smooth frame rate 
and sharp visuals mean it’s 


trying to defeat a small tank that's 

firing balls at you sounds ridiculous, 

but it made sense in the climate of 
2002, incorporating the ethos of Crazy 
Taxi’s Crazy Box mode and Soulcalibur's 
extensive home console mission mode 
that gave owning a game at home much 
more value than spending its RRP in the 
arcade instead. And so it remains a high 
point in PS2's sporting library even if it 
does feel a little out of place alongside 
the more serious Pro Evolution Soccer 
and trendier FIFA Street. 


ADVANTAGE... YOU! 


While it’s silly at times and very easy to 
pick up, the depth and authenticity is 
certainly there too. Like Virtua Fighter's 
thousands of moves being triggered by 
just directions and three face buttons, 
Virtua Tennis 2 enables smashes, drop 
shots, volleys, and even between-the- 
legs last-ditch returns all based on 
context rather than joypad dexterity. With 
the extra lob button, you can go way over 
the head of your opponent, and you can 
even choose to curve your serve. But 
even more than that, you can observe 


“It felt like Sony was parading 


the heads of Dreamcast’s 


royalty on sticks by releasing 


games like this.” 


games, so there’s little chance of ‘I can't 
even hit the ball!’ complaints here. 

Virtua Tennis 2 was simply the same 
game again, only even better, meaning 
PS2 received one of the greatest sports 
games of all time as the spoils of a 
well-won war. The sequel’s expanded 
roster of licensed tennis stars even 
includes female players like Venus and 
Serena Williams, while making Tiger’ 
Tim Henman look less like a zombie, 
which was very welcome. 

But what Virtua Tennis 2 really brought 
to PS2 was the riotously fun design 


your opponent's strengths and 
weaknesses and start playing to a weak 
backhand or avoid powerful volleys if 
need be. The game suddenly goes from 
being a fun knockabout to a lightning- 
fast battle of wits with your opponent as 
you try to work them out of position, 
watching the animations go from 
confident swings to racquet-tip scuffs 
until they're literally diving to make the 
shot, leaving the court exposed for an 
ultra-satisfying smash. 

If you play on a small enough screen 
the PS2 game still looks rather lovely, 


PlayStation.2 


PUB Acclaim 
DEV Hitmaker 
RELEASED 2002 


GET IT NOW 
£2.50, eBay, 
£12, CEX 


NEED TO KNOW 


1 You need to know 
the music can be 
turned off. You're 
welcome. 


2 It’s been ten 
years since the 
series last 
appeared on iOS/ 
Android. 

3 Not even PS 
Move could save 
Virtua Tennis 4 
from oblivion. 


aged well. [J Williams and 
Henman almost make 
j= contact with their high five. 


——{ Ef The split-screen 


celebrations were a new 
feature. fj Doubles play is 
pleasantly chaotic, though 
you need a multi-tap. 

Ei Before Virtua Tennis, 
tennis games were 100% 
tank-free. Probably. 


which is perhaps why the slightly 
stylised series found its new home on 
PSP and PS Vita rather than receiving 
annual home console sequels, but the 
wealth of action and plain old fun on 
offer is always evident. 

Even so, the eventual downfall of 
Virtua Tennis remains one of gaming's 
biggest injustices. It was once truly 
cutting-edge, boasting about its 
realism in video adverts where it 
showed footage of 1970s sensation 
Pong interspersed with replay shots of 
barnstorming polygonal 3D running at 
é60fps. But its fortunes changed so 
much, so quickly, even the PS2 victory 
parade didn't last long. The baying 
mob lost interest with the heads on 
sticks and went off to play God Of War 
instead, leaving this gem to rot in the 
bargain bins. At least it’s still easily 
found there today. While it didn’t sell 
many PS2 copies, you can find it on 
eBay for a couple of quid. And if you can 
be bothered to try a 20-year-old port of 
a sequel to an arcade game, you won't 
find many better sports games. ll 
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Save icons for these 
historical May moments 
spin in the PLAY hive mind. 
Do you remember this? 


> 


5 YEARS 


Detroit: Become Human was 
released. In Quantic Dream's 
cinematic flowchart, you alternate 
between three androids fighting 
for their rights. Any one of them 
can be decommissioned mid-story 
depending on your choices. 


) 


10 YEARS 


We grabbed our guns for Call Of 
Juarez: Gunslinger, the fourth 
game in the Call Of Juarez series. 
Init, bounty hunter Silas Greaves 
weaves tall tales out of his own life 
story, fashioning a FPS where you 
take aim at Western legends from 
Billy The Kid to Jesse James. 


Enter The Matrix 


ust one part of the 
Wachowskis’ hugely 
influential multimedia 
experiment, this action 
adventure runs 
perpendicular to the events 
of the second film, The Matrix Reloaded. 
Playing as either Niobe or Ghost, you fight 
your way through waves of Agents using 
guns, martial arts, and occasionally swords. 

“| loved it. Path Of Neo was really good 
too,” reader Jassen LaPlant tells us. “| 
remember doing the menu hack to be able 
to use the sword the whole game.” 

Going hard on the turn-of-the-millennium 
hacker vibes — classic green command line 
and all - this particular cheat involved a 
surprisingly in-depth unlock process that 
saw you sniffing around file directories and 
even exchanging in-game phone calls with 
multiple characters before you got the 
sword. Peeling back these hidden layers 
remains compelling, as Abdullah H Jumah 
shares: “I just started it yesterday.” 


FOLLOW THE WHITE RABBIT 
In an impressive move for a tie-in game at 
the time, Enter The Matrix reunites much 
of the film series’ cast. Not only that, 


PUB Infogrames, 
Atari 


DEV Shiny 
Entertainment 


RELEASED ON PS2 
RELEASE 2003 


IF YOU LIKE THAT, 
TRY THIS... 

The Max Payne 
remakes are stilla 
way off but for 
another slow-mo 
action-’em-up, 
we'd recommend 
Vanquish. For a 
side-scrolling take, 
check out My 
Friend Pedro. 


Jada Pinkett Smith returns to arse-kick 

another day as Niobe, though you won't 

catch her in bullet time-here= instead, 
ode is called Focus. 


“Need a remake!” says Seth Goepfert. 

Sly Sandy replies, “Or follow up on that 
Unreal Engine game demo they put on PS5.” 

There's currently no official announcement 
regarding any PlayStation continuation, and 
the aforementioned demo, The Matrix 
Awakens, has been delisted. But 2021's The 
Matrix Resurrections kicked off the coffin lid 
on the big screen, so perhaps it’s worth 
checking the pulse on this one. 


BYTE-SIZE BITS 


Essential numbers that add together to tell you 
everything you need to know about the game. 


Dollars was spent on core development. That figure 
doesn’t include the considerable marketing spend or 
the production of the exclusive live action footage. 


Pages of original, scripted 
dialogue were written by the 
Wachowskis for the game. 


Join in the 
conversation as we 
celebrate PlayStation’s 
past, present, and future 
with our community: you 
can email us at 
play(afuturenet.com. 


cl Al ‘ they feature throughout an hour of 
RP live-action scenes that are 

15Y EA RS exclusive to the game. This 

commitment to the Wachowskis’ 

vision and clear keen attention to 

detail have earned the game 


One to forget? Pitched as Free 
Radical Design's next FPS 
success, Haze centres on 


super-powered soldiers cordoned enduring fan support. Months: how 
off from reality by an ability- (aLuke_Crute says, “As a kid and a Pate lei t 
A s ntertainmen 
enhancing drug. Alas, this console huge fan of the movies, this game was a took to develop 
exclusive landed way off the mark. dream come true.” the game. 
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hile these days ma 
consider Street Fighter III 
a fighting game great 
(Third Strike especially), 
the decision to soft reboot 
the series was seen by 
many as a misstep on release. After 
establishing an iconic cast of characters in 
Street Fighter II, the decision to dump all 
but Ryu and Ken was maybe too bold for a 
sequel six years in the making. 

At the forefront of the so-called “New 
Generation” was Alex - a big, burly blonde 
who had more in common with Hulk Hogan 
than Ryu. Street Fighter Ill's attract sere 
was focussed almost entirely on him, with 
Ryu and Ken being treated like mere 
additional characters. Capcom was making 
a statement that Alex was the future of this 
series and that Ryu would pass the reins. 
Since Street Fighter Il was a massive 
success in the USA, the idea behind Alex's 
design was to create an American Ryu.’ This 
is reflected in his moveset too - since Ryu 
was a Japanese karate fighter, why not go 


/ MAIN GAMES | 
Street Fighter |], °''"']——"""—"" 
Street Fighter V 


STATS 
When Alex faces 
Hugo in SFIll, they 

recreate Hulk 
Hogan and Andre 
The Giant's 
Wrestlemania 3 
staredown. 


With SFIll being the 
latest game in the 
timeline before 6 is 
released, Alex is 
the current Street 
Fighter champion. 


with the most prominent American fighting According to his 
style for this new lead: pro wrestling? reeisne” 
Ryu’s special moves are effective for ies ae le 

beginners as he’s equipped with versatile “annoying peohilal 
tools. Alex took this one step further with a eee P 
moveset that blends entire character “f Capcom Fighting 
archetypes: the guy is a hybrid of a grappler, Ps Jam, Tatsunoko Vs 
a charge character, and a standard bruiser. efseoiin 

; a HOW TO PLAY? 
Not only is he a great character for absolute! = PS Store, £24.99 
beginners to play as, he’s a great toolfor las part of SF 30th 
training you to play as any of the more ¥- eae 


complex fighters. By all rights, he should’ ve i: 
indeed been the next big thing for the Street 

Fighter series, as intended. But, thanks to See 
SFIll’s lack of popularity, he ended up going 
back into hiding up in SFV 
DLC. While SF6 is, like fore it, - 
introducing plenty of ne aro lexwas 
robbed. But we'll gi 1 e here. 


£15.99 (SFV) 


gamesradar.co! 
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PRESSIN 
THE (STJA 
BUTTON 


Think games cant be art? Dan 
Solomon challenges you to explain 
these artful games that walk the 
line between experience and play 


ilm critic Roger 


Ebert once said 

that “one 

obvious 

difference Li 


between art and 
games is that you can win a d 
game. It has rules, points, & 
objectives, and an outcome.” 


While you can’t ‘win’ a museum, 
the other points don’t hold much ¢ 
weight - you can’t touch the g 


works (a rule), they often give out ~ 
checklists for their installations 

(points), you're there to see art 7 
(an objective) and you will j 
hopefully leave enriched (an 

outcome). Don’t even get us x. 


started on the gift shops 


yr 
(microtransactions?). } i) 
While videogames are not a Bi 


monolith, the following titles ,, #! 
deserve to be considered works of ’ r, 
art in their own right - and some if 
of them are now housed in y 
big-name museums themselves. ‘a , 
And if a picture is a poem without ; 

words, what does that make the 9 ’ 


games included here? 


RETROSTATION 


Because there’s not 
enough ARE 

VIDEOGAMES ART? 
discourse to be had. 


RETROSTATION 


KID A MNESIA EXHIBITION 


FORMAT PSS / PUB EPIC GAMES 
DEV NAMETHEMACHINE, ARBITRARILY GOOD PRODUCTIONS / RELEASED 2001 


A true empathy test 
wrapped in a lo-fi puzzler. 


Papers, Please 


FORMAT PS VITA / PUB 3909 LLC 
DEV 3909 LLC / RELEASED 2017 


the Victoria & Albert Museum,” construction of this anniversary 

celebration of Radiohead's records was scuppered by both 
Covid and the physical limitations of the museum, and so it pivoted to the 
digital realm. The resulting chaos is a labyrinthine exhibition unrestricted 
by reality, in which you explore a landscape of art created by the band’s 
long-term collaborator Stanley Donwood to complement the albums, 
soundtracked by remixes of tracks from the original recording sessions. 


Originally envisioned as a physical installation, with the brief 
bl a} of looking “as if a brutalist spacecraft had crash-landed into 


a fictional nation called Arstotzka, Papers, Please puts you 

in the shoes of a border crossing agent tasked with 
checking travellers’ documents before permitting or denying their entry. 
It's not intended to be ‘fun’ - it’s a tense and deeply political game that 
does away with excess interactivity, and focusses on eliciting an 
emotional response. And like a great work of art should, it confronts you 
with your own morality, and forces you to reckon with your sense of self. 


Lucas Pope was inspired by his experiences passing through 
Z airports to create this dystopian paperwork simulator. Set in 


Dancing to the beat and 
strolling through an EKG 
as a one-dimensional 
shape-shifter. 


Hohokum 


FORMAT PS4, PS3, PS VITA / PUB SONY 
DEV HONEYSLUG / RELEASED 2014 


Vib-Ribbon 


FORMAT PS3, PS1, PS VITA, PSP / PUB SONY 
DEV NANAON-SHA / RELEASED 1999 


Described by the developers as being inspired by free 
London museums, Portmeirion, and indigenous cultures, 
Hohokum clearly wears its art on its sleeve (ugh). Like many 
of the games on this list, it is a hands-off affair - when you 
assume -control of the Long Mover, our kite/space snake hybrid avatar 
here, you're free to explore the world that Honeyslug has created. There’s 
no strict directive, and the focus is on the experiential joy of flying about 
in this liminal plane. But that’s not to say there’s nothing to do, as there is 
a lot hidden just beneath the game's vivid facade, as you realise when you 
start to learn its visual language, and how it’s speaking to you as a player. 


When Mercedes-Benz commissioned the developer of 
PaRappa The Rapper to make an advert for its latest 

| A-Class, something aligned in the universe to give us one of 
==" the earliest experimental rhythm games instead, with a 
soundtrack as odd as the circumstances from which the game arose. It's 
since featured in a collection at MoMA in New York. Vib-Ribbon does a lot 
within a minimalist design - it’s almost entirely in black and white. Both 
the stages and playable character Vibri retain a hand-drawn feel, despite 
the game’s ability to create levels reacting to music of your choice (pop a 
CD into the disc tray once the game has loaded to set your own sound). 
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Anon-game of the 
Lofty artist Sato’s 


bizarre Design. 
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LSD: Dream Emulator 


FORMAT PS1 / PUB ASMIK ACE ENTERTAINMENT / DEV ASMIK ACE ENTERTAINMENT / RELEASED 1998 


LSD: Dream 
Emulator sets out 
its intention from 
the off - this is 
very much a work 
of art meant to 
emulate the sensation of being ina 
dream, with the lack of logic and 
strange imagery that entails. 
Eschewing a 

recognisable 

sense of narrative 


transport you off to other dreams. 
And each time you traverse the 
realm of sleep for pastures weirder, 
the levels degrade and reform, 
taking on new characteristics, be 
that the colour palette, layout, or 
assets found within. This all adds up 
to an increasingly psychedelic 
experience as you progress, and one 


“LSD revels in its sense of 


conceptual artist, who wanted to use 
the medium to create interactive 
contemporary art following his 
experiments with 3D animation 
earlier in the 90s. Sato also 
composed and arranged the 
soundtrack, which, rather than being 
a traditional suite of music, is made 
up of hundreds of fragments that too 
rearrange 
themselves as the 
audience 


and the mechanics 


evoking the uncanny things that 


progresses 


typical of the era, 
the experience 


our subconscious can conjure 


through LSD, 
much like the 


hinges ona 
sequence of short, 


when left to run amok.” 


dreams 
themselves. 


surreal dreams, 
which you can explore for only a 
short span of time. 

The dreams are set in trippy 
inversions of recognisable spaces, 
such as a village or a factory, and are 
populated with random objects and 
characters. Interacting with them will 


that truly revels in its sense of 
evoking the uncanny things that our 
subconscious can conjure when left 
to run amok. 

The work itself is described as a 
rejection of videogames by lead 
designer Osamu Sato, a Japanese 


While it wasn't a 
quick success, and was never 
officially released in the West, LSD 
grew into something of a cult classic 
as the internet became more 
ubiquitous. Art-rock band Alt-J even 
used a screenshot from the game as 
one of their album covers. 
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Flower 


FORMAT PS4, PS3, PS VITA / PUB SONY, ANNAPURNA INTERACTIVE / DEV THATGAMECOMPANY / RELEASED 2009 


Here's one that 
perhaps served 
as many players 
first encounter 
with a more 
experience-led 
game, given that it took PS3 by 
storm upon launch. Flower has since 
gone on to be 
displayed at the 
Smithsonian 


The premise is a simple one, and 
lives up to its poetic moniker - you 
control the wind, and collect a petal 
from each flower you pass, 
eventually being trailed by a cloud of 
them as you breathe life back into 
the six locations that make up the 
game's levels. Each level is the 


“You control the wind, and 


dialogue to tell you a story, there is a 
narrative of sorts to be gleaned 
through exploring the handful of 
levels on offer. 

But that thread of a story isn't 
what you'll remember, whether you 
played this a decade ago or pick it up 
and try it for the first time today. 
Instead, you'll 
remember the 
tempo rubato 


Institution, which 


collect a petal from each flower 


score by Vincent 


describes the 
game as an 
“interactive 
poem,” and praises it for the 
emotional response that the game 
evokes using nothing but its visuals 
and sounds. And that’s a museum's 
words - this is indisputably a work of 
art, naysayers be damned. 


as yOu pass.” 


discrete dream of different flowers, 
potted, and gazing from a windowsill 
onto a cityscape, longing to return to 
the soft earth. 

And while, like many other games 
on this list, Flower has no text or 


Damiante, in 
which the string 
section swells 
around clusters of flowers, and the 
depictions of nature and the 
metropolis in juxtaposition, both of 
which still look fantastic today. Most 
importantly, you'll remember how 
you felt while playing it. 
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Proteus 


FORMAT PS3, PS VITA / PUB TWISTED TREE 
DEV ED KEY, DAVID KANAGA / RELEASED 2013 


Linger In Shadows 


FORMAT PS3 / PUB SONY 
DEV PLASTIC / RELEASED 2008 


The first draft of Proteus was an attempt at a procedurally- 
generated RPG in the vein of Elder Scrolls. The developers 
then changed course to create the nonviolent, freeform 
exploration game we have now, and how grateful we are for 
that detour. It's set on an island which rearranges itself each time you 
play, inviting repeat visits to its tranquil (if sadly fictional) getaway. The 
soundtrack is dictated by the random nature of Proteus’ flora and fauna, 
each of which has its own motif which will fade in and out in response to 
your proximity. Each tree sings a little melody, and a lamb will trill up a 
major scale as it bounds away from you. It’s gorgeous. 


Even for this list, Linger In Shadows is odd. You can watch a 
playthrough on YouTube in around 15 minutes, and that’s the 
only way to experience it now unless you still have a PS3 set 
up. Plucked from relative obscurity as part of the demoscene 
movement by Sony, it has the ambience of a haunted VHS tape, marrying 
scenes of urban decay and twisted architecture with flora and fauna both 
native and alien. It plays out like an interactive audiovisual presentation, 
with unusual controls such as shaking the Sixaxis controller. This is 
classic surrealism, the likes of which wouldn't be out of place in a Dali 
painting - a dog even swims through the air at one point. 


While Hollywood got The Artist 
for its silent movie throwback, 
PlayStation got something 
altogether much stranger... 


Virginia 
FORMAT PS4 / PUB 505 GAMES 
DEV VARIABLE STATE / RELEASED 2016 


A visual novel in 
the truest sense of 
the term. 


Kentucky Route Zero 


FORMAT PS4 / PUB ANNAPURNA INTERACTIVE 
DEV CARDBOARD COMPUTER / RELEASED 2020 


Early in the 90s an FBI agent descends upon a fictional 
town in a mountainous region of America to investigate the 
disappearance of a young local. No, this is not Twin Peaks, 
but an experimental noir story of its own, though the TV 
show’s obvious influence is welcome, and Variable State has brought a 
sense of Lynchian unreality to the fore. Virginia forgoes dialogue, leaning 
on cinematic editing during play to invoke a sense of movie-like immersion 
and motion, resulting in a sublimely executed arthouse thriller that 
inevitably gets ever stranger the further down the rabbit hole you go. 


The catalyst for KRZ was an art game project that two of the 
devs had worked on, and which only saw the light of day in a 
few select gallery installations. Beyond that, though, it is as 
much influenced by theatre, performance art, and literature. 
Each shot is carefully composed, and it’s full of allusions to other works, 
including other videogames. This postmodern approach is used to invite 
rather than alienate you, however, as you (mostly) read about protagonist 
Conway's disquieting explorations through the American south, in pitch- 
perfect prose that could easily have been published as an un-visual novel. 
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The Legend Of Dragoon 


An underrated Addition to the PS Plus Game Catalogue 


PGs of the early 
noughties had a few 
bright ideas for 
keeping players 
engrossed in the heat 
of a surprisingly polite, 
turn-based spar. Final Fantasy IX has its 
well-known Active Time Battle system, 
Shadow Hearts enjoys the whip crack of 
the Judgment Ring, and The Legend Of 
Dragoon jumps into the fray with the 
rhythm-game-like Addition systern. 
As on-screen shapes align, tapping ® 
at just the right moment threads 
together attacks, experience, and much 
more besides. 
Protagonist Dart’s quest to prevent 
the return of the God Of Destruction 
revolves around the titular Dragoon 


Spirits; pop off strings of successful 
Additions and you'll rack up enough 
Spirit Points for your party members to 
transform into their winged, Power 


Ranger-esque Dragoon forms. Powerful, 


and the only way to get at most of the 
combat system's magical moves, these 
forms come with drawbacks such as 
being unable to use items, guard, or flee 
a battle (not that you'll necessarily need 
to do much of the above while enjoying 
Dragoon form's significant stat boost). 


ADDITIONAL INFORMATION 


The comparison we made to Final 
Fantasy IX is pertinent as not only did 
Legend Of Dragoon debut a little before 
it," this four-disc epic was also clearly 
intended as Sony's answer to Square's 


‘cut it out! 
Leave Shana alone !! 


ong-running series. Between flashy 
cutscenes, silver-haired villains (here 
going by the rather prosaic name of 
Lloyd}, and devastating end-of-disc- 
one plot twists, it’s hard not to 
compare the two, but when Zidane’s 
adventure is placed side-by-side with 


PlayStation 


PUB Sony . aes 

Computer Dart’s, Dragoon’s visuals look dated 
Seen even for the time - despite boasting a 
DEV Japan Studio budget of $16 million.2 The localisation 
RELEASED 2001 


also reads decidedly of the era. We'll 

admit to laughing a bit at some of the 
translations — the fight with Assassin 

Cock definitely raised some cackles - 
but somehow this has endeared itself 
to us nonetheless. 


“OOTNOTES 1 Theywere less thana month apart in Europe. 
2 twas the nade project Shuhei Yoshida worked on at 
Japan Studio. These days he flies the banner for indies at Sony. 


ALL CHARACTERS NOW.” 


THANKFUL THEY PATCHED IT [ON PS 
PLUS] TO BE FULLY PLAYABLE WITH 


> The fists fly as we try Street Fighter V on PS Plus 
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A BRIEF HISTORY OF 


Crossovers 


When one game at a time isnt enough 


Metal Gear Solid 3 has 
an Ape Escape 
crossover minigame. 

A hologram of Horizon's 
Aloy can be found in 
Death Stranding. 


: : Kratos and Sackboy 
ind : were DLC characters 
First hitting Japanese arcades in 1996, DMC's Dante has a playable cameo in : hy Reigns for Everybody's Golf 5. 


the rather good X-Men Vs Street Fighter 
made its way to PS1 in 1998. 


the PS2 version of Viewtiful Joe, and the features characters from Madworld, 


; Geralt is playable in 
PSP entry Red, Hot-Rumble; and also - via DLC - Bayonetta. 


Soulcalibur VI. 


Paul the other one 

The plan was for Bandai 
Namco, like Capcom (see 
right), to release a crossover 
game. Tekken X Street Fighter, 
announced in 2010, was to be a 
3D Tekken-style fighter. By 
2015, there was still no game, 
but assurances were made that 
it was still happening; 2016 saw 


i ye  CAPoOWt OE ial PED. STREET FIGHTER X TEKKEN 


have been the blow that 


er —— BSSANQ VITA} pane ISSIVERGETERS EINK UPS URE 


é2 
wv. TOM BERRY wes SHAGEY 
ive WONDER WOMAN uvet FINN 
Persona 4 Arena brings characters 2017's Piva Puyo Tetris on PS4 Hi MultiVersus brings together characters from various Warner Bros 
from Personas 3 and 4 together. combines... well, you know. cartoons and movies. Scooby Doo versus Superman FTW. 


var eae 7 ee oy 


Sharing the playroom 

Astro’s Playroom is a few things. 
It's a showcase for PS5’s features. 
It's a good game in its own right. 
And it's also a celebration of the 
history of PlayStation. Over 60 
games are referenced through bot 
cosplay. It’s not only family-friendly 
Hi Lost Planet 2 feahires Saveral guest " oan thal get a MOE etevEnEeS 
characters and skins, including Albert include Until Dawn, God Of War, 


Wesker, Frank West, and this spiky Silent Hill 2, and Resident Evil. 
Monster Hunter outfit. 


Next issue: shooter boredom? We've got the for that 
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PARTING SHOT 


POS — 
¥ ‘T2 = @ Alfie Sanders . 
: @ Diego Monies 


1:16.265 9 


Driving up a storm 


Driveclub's dynamic weather sends tyres skidding and 
Jaws dropping as the heavens open 


fil FORMAT PS4 / PUB SONY / DEV EVOLUTION STUDIOS / RELEASED 2014 


ou never forget your first 

time. The sun glints 

through the clouds as the 

race starts, and you slide 
your Ferrari gracefully around the 
first few corners, picking up a few 
places in the process. But then the 
skies darken and burst like a water 
balloon, drenching the track. Good 
luck staying graceful now. 

The weather effects in Driveclub 
are still as awestriking as any in 
gaming, and even more so when 
they erupt mid-race, as if God has 
decided to douse your petrol-headed 


pleasure. Playing through early 
campaign events, you get used to 
driving in the dry, with night-time 
races the only challenge from the 
elements, which only makes it all 
the more extraordinary the first 
time you accelerate into the eye of a 
storm. It’s especially impressive too 
if you happen to be racing In India at 
the time, in the mud of Bandipur, 
perhaps, or against the mountain 
backdrop of Glenmorgan, where 
blue lightning cracks the horizon. 
At times it’s almost too intense. 
As lowering clouds cloak the sun 


and the rain pelts your view, it’s 
difficult to see more than a few 
metres ahead. Reflections glare off 
of the puddles that quickly form, 
while the windscreen wipers [if 
you're using the in-car view] 
struggle to push aside the rivers 
running down the glass. Plus along 
with visibility goes traction, and it’s 
now a Struggle to keep your car 
facing the right direction, let alone 
win the race. But there's little more 
exciting than wrestling your 
machine against the deluge. And 
besides, it might clear up soon. 


TIME TO PLAY? 


Dynamic weather was patched into the game a couple of months after release. A number of campaign events campaign take 
place during adverse conditions, or you can invoke the experience as you wish in a custom race by selecting the relevant options. 
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